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INCARNATE 


look of panic in his eyes, the self-exiled human 
clothed in rags runs as fast as he can away from 
a scene of smoldering devastation. He let his 
guard down, let one too many insults from 
mocking eyes get to him, and destruction was 
the consequence of his lapse in focus. 

Deep underground, in the lowest reaches of 
the Underdark, bright eyes glow amid a gathering of 
prostrated drow. Their heads are bowed in fear and respect 
towards the manifestation of ancient power, whose wrath 
could be unleashed at the barest slight. 

As a rogue and riled frost giant approaches the gates of her 
town, the elf closes her eyes and inhales deeply. She would 
defend the life she built here, even if it meant she would owe 
the innkeeper a new roof. 

The soul of an incarnate is inextricably linked with that of 
an ancient primordial force. Some may learn to harness its 
power, but for many, it is an incredible burden. Incarnates are 
often hunted and executed. Fear, however, is a powerful 


trigger, and should the primordial within them manifest more 


acutely, entire cities could be laid to waste in their efforts to 
escape with their life. 


SOULS BOUND TO PRIMORDIAL BEINGS 


Long before all known history, when the crust of the world 
was still molten, the first beings, Primordials, arose from the 
chaos of creation. Somewhere between gods and mortals, 
these were the first living creatures. Precursors to modern 
day life, they stood, titanic against the backdrop of the 
newborn forests and mountains that they roamed. Still, eons 
later, they live. Buried somewhere in slumber, in a location 
few know of, and even fewer dare to venture. 

The will of a primordial is vast and inscrutable, much like 
that of the gods. Very rarely, the subconscious of one of these 
great titans reaches out through the weave, and takes hold of 
a mortal's soul the moment it comes into existence. This 
event binds the two souls together. An incarnate, two beings 
sharing one body, is the result. 


OUTCASTS FROM BIRTH 


The link between a mortal and a primordial is a source of 
great power, often too great. If an incarnate's constitution is 
weak, the primordial soul inside it will take control, morphing 
its body to the Primordial's likeness and wreaking havoc on 
whatever it pleases. Not all the Primordial's are so 
destructive, but all demand the respect deserved to them as 
the first. These destructive outbursts often lead to the 
incarnate's execution or exile, as their peers now see a 
monster where once they saw a friend or family member. 

Those incarnates lucky enough to avoid being beheaded 
outright often spend the rest of their lives on the run. Aware 
of the devastation that lays inside them, floating just beneath 
the surface, they never stay tied down for too long, and often 
live in poverty. The burden of knowing what lurks within 
hampers every aspect of their lives, but the will of those 
incarnates who live long enough to see this life style is 
stronger than even the toughest soldiers. It is their will that 
pushes them forward from one day to the next. 


CREATING AN INCARNATE 


When creating an incarnate, try to choose ahead of time 
which primordial your soul is linked to. The nature of your 
primordial will shape the behavior of your incarnate. 

Once this is done, think about your characters motivations. 
How does your character view the primordial inside it: as a 
force of terrible destruction or untapped potential? Does your 
character feel they are cursed, or do they perhaps feel blessed 
that they were chosen as the conduit of a greater being? Has 
your character lived a life on the run, or did they manage to 
settle down somewhere, feeling they have firm control of 
their own body? Has your character contemplated the nature 
of their combined souls, or do they take their life as an 
incarnate one day at a time? Are they perhaps barely even 
aware of their nature? 
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Quick BUILD 

You can make an incarnate quickly by following 
these suggestions. First, put your highest ability 
score in Constitution, followed by Strength. 
Second, choose the hunted or urchin background. 


ee ail 


This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used 


are property of Wizards of the Coast. ©Wizards of the Coast LLC. 


THE INCARNATE 


Level Proficiency Bonus Features 


Ist +2 
2nd +2 
3rd +2 
Ath +2 
5th +3 
6th +3 
7th +3 
8th +3 
9th +4 
10th +4 
11th +4 
12th +4 
13th +5 
14th +5 
15th +5 
16th +5 
17th +6 
18th +6 


+6 Ability Score Improvement 


Mutations 


Ability Score Improvement 
Extra Attack 

Superiority, Soul Feature 
Bow to None 

Ability Score Improvement 
Let Them Fight 


Soul Feature 


Ability Score Improvement 
Eminence 

Soul Feature 

Energized Biology 


Ability Score Improvement 
Reflection 


+6 Acceptance 


CLASS FEATURES 


HiT PoINts 

Hit Dice: 1d8 per incarnate level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution 
modifier per incarnate level after 1st 


PROFICIENCIES 

Armor: None 

Weapons: Simple weapons 

Tools: None 

Saving Throws: Strength, Constitution 

Skills: Choose two from Athletics, Intimidation, Nature, 
Perception, Stealth, and Survival 


EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


e (a)a light crossbow and 20 bolts or (b) any simple weapon 
(a) an explorer’s pack or (b) an dungeoneer's pack 
¢ Two daggers 


Primordial Soul, Titanus Form (large) 


Primordial passage, Titanus Form (huge) 


Older than Death, Titanus Form (gargantuan) 


Primordial Energy Mutations Titanus Uses 


Primordial Energy, Primordial Constitution dé — = 
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PRIMORDIAL ENERGY 


Starting at 1st level, you learn to channel the overwhelming 


force of your primordial, represented by your Primordial 
Energy die, a d6. This die changes as you gain incarnate 
levels, as shown in the Primordial Energy column of the 
Incarnate table. You can store a number of these dice equal 
to twice your proficiency bonus. They do not disappear when 
you finish a rest. 

While the number of Primordial Energy dice you have 
stored exceeds your proficiency bonus, the strain of holding 
that energy inside your body causes you to have disadvantage 
on all ability checks and saving throws. 

You gain the following primordial energy features: 

Generate. As an action, you can gain one Primordial 
Energy die. You can use this feature a number of times equal 
to your Constitution modifier, and you regain all expended 
uses when you finish a short or long rest. 

Empower. As a bonus action, you can expend and roll any 
number of Primordial Energy dice to gain temporary hit 
points equal to the highest number rolled + the number of 
dice expended. For each die expended beyond the first, a 
creature you can see within 60 feet of you gains the same 
amount of temporary hit poitns. 
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PRIMORDIAL CONSTITUTION 


Beginning at 1st level, while you are not wearing any armor, 
your AC equals 13 + your Constitution modifier. 


MUTATIONS 


The primordial soul inside you has permanently altered your 


form, as you embrace its power. At 2nd level, you gain two 
mutations of your choice. Your mutation options are detailed 
at the end of the class description. When you gain certain 
incarnate levels, you gain additional mutations of your choice, 
as shown in the Mutations column of the Incarnate table. 

Additionally, when you gain a level in this class, you can 
choose one of the mutations you have and replace it with 
another mutation that you could gain at that level. 

If a mutation has prerequisites, you must meet them to 
gain it. You can gain the mutation at the same time that you 
meet its prerequisites. A level prerequisite refers to your level 
in this class. 


TITANUS FORM 


At 3rd level, you manifest the form of your primordial As a 
bonus action, you can enter your titanus form. 

While your titanus form, your size becomes large. You can 
choose to increase your size further when you reach certain 
levels in this class, to huge at 11th level and gargantuan at 
17th level You cannot increase your size to the point where 
you would be required to squeeze in the space you currently 
occupy, and you cannot transform at all if you cannot become 
large without squeezing. 

Several of this class's features are affected by your size. 
This is represented by your size modifier, which is calculated 
as follows: 


Size modifier = +1 for each size you are above medium. 


When you enter your titanus form, you gain one Primordial 
Energy die, and you roll your Primordial Energy die a 
number of times equal to your size modifier. You gain 
temporary hit points equal to the total rolled plus twice your 
incarnate level. They vanish if any of them are left when your 
titanus form ends. 

Any gear you have merges into your new form, becoming 
unusable until your titanus form ends (static effects from 
attuned items, such as bracers of defense, still apply unless 
you are required to wield them for the effect), While in your 
titanus form, you can't use shields or weapons, other than 
those granted by features from this class. 

If you are able to cast spells, you can’t cast them or 
concentrate on them while in your titanus form, unless it is a 
spell granted by your titanus form or a mutation. 

Some of this class's features will require you to make an 
attack roll or a target to make a saving throw to resist the 
feature’s effects. The attack modifier and saving throw DC is 
calculated as follows: 


Primordial save DC = 8 + your proficiency bonus + 
your Constitution modifier. 
Primordial attack modifier = your proficiency bonus + 
your Constitution modifier. 


While in your titanus form you gain the following benefits: 


e In combat, you gain one Primordial Energy die at the start 
of each of your turns. 

e Your reach with melee weapons becomes 5 feet times 
your size modifier. 

e You have resistance to bludgeoning, piercing, and slashing 
damage. 

e Your speed increases by 5 feet times your size modifier. 

e You have darkvision out to 120 feet. 

e If your size is gargantuan, you deal double damage to 
objects and structures. 


Your titanus form lasts for 1 minute. It ends early if you are 
knocked unconscious. 

The number of times you can enter your titanus form is 
listed in the incarnate table under the Titanus Uses column. 
You regain all expended uses when you finish a long rest. 


PRIMORDIAL SOUL 


Also at 3rd level, the true identity of your primordial is 
revealed to you. Choose one of the Primordial Souls listed at 
the end of the class description. Your titanus form takes on 
the likeness of your Primordial Soul. Your choice grants you 
features at 3rd level, and again at 6th, 10th, and 14th levels. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th, and 


19th level, you can increase one ability score of your choice 
by 2, or you can increase two ability scores of your choice by 
1. As normal, you can't increase an ability score above 20 
using this feature. 


EXTRA ATTACK 


Beginning at 5th level, you can attack twice, instead of once, 


whenever you take the Attack action on your turn. 
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SUPERIORITY 


Starting at 6th level, while in your titanus form, you gain a +1 


bonus to your AC, and a bonus to your attack and damage 
rolls equal to your size modifier. 

In addition, any damage dealt by you while in your titanus 
form or with a weapon granted by a mutation counts as 
magical for the purpose of overcoming resistance and 
immunity to non-magical attacks and damage. 


Bow TO NONE 


Beginning at 7th level, you have advantage on saving throws 


against being charmed or frightened, and while in your 
titanus form, you can’t be charmed or frightened. If you are 
charmed or frightened when you enter your titanus form, the 
effects causing those conditions end for you. 


LET THEM FIGHT 


Starting at 9th level, your primordial’s innate sense of 
superiority takes over when challenged. Once on each of your 
turns while in your titanus form, when you make an attack 
roll against a large or larger creature, or force any number of 
creatures to make a saving throw, you can expend one 
Primordial Energy die to either gain advantage on the attack 
roll, or cause the saving throw to be made at disadvantage for 
one target that is large or larger. 

Additionally, while in your titanus form, any attack rolls you 
make against a large or larger creature score a critical hit on 
a roll of 19 or 20. 


PRIMORDIAL PASSAGE 


At 11th level, you learn to traverse the world as the 
Primordials once did You are always aware of the distance 
and direction to the Underdark (or its equivalent) entry point 
closest to you, and can travel through the Underdark with up 
to six other creatures at a fast pace with no penalty to passive 
Perception. 

In addition, you can sense the general direction of any huge 
or larger creatures within 5 miles of you. 


EMINENCE 


Starting at 13th level, your presence demands an answer. 
When you enter your titanus form, each hostile creature that 
can see you and is smaller than you must succeed ona 
Wisdom saving throw against your Primordial save DC or 
have disadvantage on their next attack roll 

Additionally, when you drop a hostile creature to 0 hit 
points while in your titanus form, you can let out a roar by 
expending one Primordial Energy die. Each hostile creature 
within 120 feet of you that can hear and is smaller than you 
must make a Wisdom saving throw against your Primordial 
save DC. 

On a failed save, a target becomes both frightened by you 


_ and deafened until the start of your next turn. 


~ an el or: 


This is unofficial Fan Content penaaner under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used 
are property of Wizards of the Coast. QWizards of the Coast LLC. 


ENERGIZED BIOLOGY 


Starting at 15th level, the primordial energy that suffuses 
your titanus form grants you increased resilience. While in 
your titanus form, at the start of your turn you gain temporary 
hit points equal to one roll of your Primordial Energy die if 
you have no more than half of your hit points left. 

In addition, you no longer have disadvantage on saving 
throws while the number of Primordial Energy dice you have 
stored exceeds your proficiency bonus. You still have 
disadvantage on ability checks. 


OLDER THAN DEATH 


Starting at 17th level, your primordial power lets you shrug 
off death. While in your titanus form, if your hit points would 
drop below your Constitution score but remain above 0, they 
are instead set to your Constitution score, and you lose 
resistance to bludgeoning, piercing, and slashing damage 
until the beginning of your next turn. 

Additionally, you add your Constitution modifier to death 
saving throws. 


REFLECTION 


At 18th level, your primordial has begun to resonate with 
your will, seeing your power as worthy of respect. Your 
Eminence, Energized Biology, and Older than Death features 
apply while in your normal form. 

Additionally, when you roll for initiative, you may choose to 
gain one Primordial Energy die. 


ACCEPTANCE 


When you reach 20th level, the primordial spirit you share 
your soul with has acknowledged your strength, and you have 
learned to channel its will without struggle. You can enter 
your titanus form without requiring or expending a use, so 
long as you become large. When you do, the Primordial 
Energy dice you gain at the start of your turn are temporary 
and disappear when that form ends. 


OPTIONAL RULE: MULTICLASSING 

If you use the optional multiclassing rule in the 
Player's Handbook, here's what you need to know 
if you choose incarnate as one of your classes. 


Ability Score Minimum. As a multiclass character 
you must have at least a Constitution score of 
13 to take a level in this class, or to take a level 
in another class if you already are an Incarnate. 

Proficiencies Gained. If incarnate is not your initial 
class, you only gain proficiency with shields and 
simple weapons. 
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PRIMORDIAL SOULS 


Each primordial is a precursor to the modern creatures we 
know today. Their individual abilities shape how a competent 
incarnate is able to survive and thrive, on the battlefield and 
in their lives. The more powerful an incarnate, the more 
abilities of their primordial they are able to channel, and the 
closer their titanus form comes to the true form of their 
primordial. 


SOUL OF THE ABERRATION 


The primordial aberration is a fearsome and prideful thing 
from beyond the material plane. It struck down its rivals by 
terraforming the battlefield with aberrant crystalline 
structures that emit psychic energy to hamper enemies. 


PRIMORDIAL ABERRATION FORM 
3rd-level Soul of the Aberration feature 

Your titanus form takes on the likeness of a massive 
aberrant creature with giant crystals protruding from its 
body. You gain access to the following natural weapon while 
in your titanus form. It counts as a simple melee weapon for 
you, and you add your Strength modifier to the attack and 
damage rolls when you attack with it, as normal. 

Tail. Has the reach property. You stab a creature in reach 
with your crystal-tipped tail On a hit, the target takes 1d12 
piercing damage, and you can expend one Primordial Energy 
die. If you do, the target must make a Strength saving throw 
against your Primordial save DC. On a failed save, the target 
takes piercing damage equal to the expended die, is thrown a 
number of feet away from you equal to 10 times your size 
modifier, and is knocked prone. 

In addition, while in your titanus form, you gain the 
following features: 

Shield. You can expend one Primordial Energy die to cast 
the shield spell, without using a spell slot or any components. 
Primordial Aberration Breath. You can exhale homing 
arcs of primordial energy. As an action, you can expend up to 

three Primordial Energy dice, creating one energy arc for 
each die expended. Each arc hits a creature of your choice 
that you can see within 120 feet of you. An arc deals force 
damage equal to your Primordial Energy die + your 
Constitution modifier to its target. The arcs all strike 
simultaneously, and you can direct them to hit one creature 
or several. 


GIANT CRYSTALS 
3rd-level Soul of the Aberration feature 

When you enter your titanus form, choose a point on the 
ground that you can see within 150 feet of you. Giant crystals 
erupt at that point for as long as you maintain concentration, 
as if concentrating on a spell, filling a circle on the ground 
with a radius of 20 feet times your size modifier. The affected 
area of your giants crystals is difficult terrain for hostile 
creatures, and any hostile creatures inside the affected area 
when the crystals appear must succeed on a Dexterity saving 
throw against your Primordial save DC or take piercing 
damage equal to one roll of your Primordial Energy die. 


The giant crystals bolster your primordial’s power. When 
you expend one or more Primordial Energy dice while in the 
affected area of your giant crystals, roll a d20. You gain one 
Primordial Energy die on a roll of 16-19, or two on a roll of 
20. The giant crystals dissipate when your titanus form ends. 

Additionally, while in your titanus form, you gain the 
following features: 

Place Crystals. As an action, you can expend three 
Primordial Energy dice to place your giant crystals on the 
battlefield at a point on the ground you can see within 150 
feet of you. Any previous giant crystals dissipate when the 
new ones form. 

Psychic Interruptions. As a bonus action, you can expend 
one Primordial Energy die to force any hostile creatures in 
the affected area of your giant crystals to make an 
Intelligence saving throw against your Primordial save DC. 
On a failed save, a creature takes psychic damage equal to 
one roll of your Primordial Energy die, and until the 
beginning of your next turn, it subtracts your Primordial 
Energy die from every attack roll and saving throw it makes. 
On a success, a creature is immune to this effect for 24 
hours. 
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PSIONIC FLIGHT 
6th-level Soul of the Aberration feature 

Your primordial can hold itself aloft with its aberrant 
power. While in your titanus form, you gain a flying speed 
equal to your half your walking speed, and you can hover. 

Additionally, you can telepathically speak to any creature 
you can see within 30 feet of you while in your normal form, 
or 90 feet of you while in your titanus form. You don’t need to 
share a language with the creature for it to understand your 
telepathic utterances, but the creature must be able to 
understand at least one language. If the creature does share a 
language with you, it can respond telepathically to you, if you 
allow it. 


PRIMORDIAL PSIONICS 
10th-level Soul of the Aberration feature 

You have learned to channel more power from your 
primordial’s eldritch mind. As an action, you can expend three 
Primordial Energy dice to cast the telekinesis spell, without 
using a spell slot or any components. Constitution is your 
spellcasting ability for it. 
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ABERRANT INVASION 
14th-level Soul of the Aberration feature 

The immense psychic power of your primordial is yours to 
unleash. As a bonus action, you can expend two uses of 
Titanus Form and 10 Primordial Energy dice to enter your 
titanus form overloaded with primordial power. When you do, 
the radius of your giant crystals is doubled 

While in your overloaded titanus form, you gaina 
Primordial Energy die on a roll of 10-19, instead of 15-19, 
when you expend one or more while in the affected area of 
your giant crystals. Additionally, you can expend up to four 
Primordial Energy dice for your Primordial Destruction 
Breath, creating up to 4 arcs of energy. 
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SOUL OF THE BEAST 


The primordial beast is said to be the progenitor of all the 
natural animals that came after it. Regardless of the truth of 
this rumor, it is certainly nature's greatest protector. It wakes 
from its slumber to maintain balance among the Primordials 
as needed. 


PRIMORDIAL BEAST FORM 
3rd-level Soul of the Beast feature 

Your titanus form takes on the likeness of a massive 
bipedal reptillian beast. You gain access to the following 
natural weapons while in your titanus form. They count as 
simple melee weapons for you, and you add your Strength 
modifier to the attack and damage rolls when you attack with 
them, as normal 

Bite. You bite a creature within reach. On a hit, the target 
takes 1d12 piercing damage, and you can expend one 
Primordial Energy die. If you do, add the expended die to the 
damage roll, and if the target is no more than one size larger 
than you, it must succeed on a Strength saving throw against 
your Primordial save DC or become grappled by you. You 
cannot attack with your bite while a target is grappled this 
way. 

Claw. You slash a creature in reach. On a hit, the target 
takes 2d6 slashing damage, and you can expend one 
Primordial Energy die. If you do, you can use your bonus 
action this turn to make another claw attack against the same 
creature. 

Tail. Has the reach property. You smash a creature in reach 
with your tail On a hit, the target takes 3d4 bludgeoning 
damage, and you can expend one Primordial Energy die. If 
you do, the target must succeed on a Strength saving throw 
against your Primordial save DC or take bludgeoning damage 
equal to the expended die and be knocked prone. 

In addition, while in your titanus form, you gain the 
following feature: 

Primordial Beast Breath. You exhale a blast of raw life 
energy. As an action, you can expend any number of 
Primordial Energy dice up to your proficiency bonus to make 
a ranged spell attack using your Primordial attack modifier 
against a creature within 100 feet times your size modifier of 
you. On a hit, the target takes force damage equal to the 
expended dice + your Constitution modifier. For every die 
expended beyond the first, the target takes additional damage 
equal to your Constitution modifier, and is pushed back 5 feet 
times your size modifier. 

If the target collides with a creature or solid object, both it 
and the object or creature take bludgeoning damage as if they 
had fallen the number of feet the target was pushed. 


MASTER OF LAND AND SEA 
6th-level Soul of the Beast feature 

Your primordial holds the reins to everything under the sky. 
You gain a swimming speed equal to your walking speed and 
can breathe underwater. 

Additionally, while in your titanus form, you gain 
tremorsense out to a range of 60 feet, meaning you can 
detect and pinpoint the origin of vibrations within a specific 
radius, provided that the you and the source of the vibrations 
are in contact with the same ground or substance. 


KiInG’s TRIUMPH 
10th-level Soul of the Beast feature 

The primordial inside you refuses to back down. As an 
action, you can look one of your enemies in the face and 
challenge them with a roar. Choose a creature you can see 
within 150 feet of you, or 300 feet while in your titanus form. 
If the target can hear you, it must make a Wisdom saving 
throw against your Primordial save DC. On a failed save, a 
target smaller than you is frightened by you, while a target 
your size or larger has disadvantage on attack rolls against 
creatures other than you. This effect lasts until your titanus 
form ends, and creatures immune to being charmed or 
frightened automatically succeed on the saving throw. 

At the end of each of its turns, the target can repeat the 
save, ending the effect on itself on a success. If a target's 
saving throw is successful or the effect ends for it, the target 
is immune to your King’s Triumph for the next 24 hours. You 
cannot use this feature while another creature is under its 
effects. 

When you reach 13th level, if you drop a large or larger 
creature under the effects of this feature to 0 hit points and 
then use the roar of your Eminence feature, it costs no 
Primordial Energy dice. 


LONG LIVE THE KING 
14th-level Soul of the Beast feature 

You have learned to channel the true power of your 
primordial. As a bonus action, you can expend two uses of 
Titanus Form and 10 Primordial Energy dice to enter your 
titanus form overloaded with primordial power. When you do, 
you gain three Primordial Energy dice, and this titanus form 
lasts for only 30 seconds instead of 60 seconds. 

While in your overloaded titanus form, you gain two 
additional Primordial Energy dice (3 total) at the start of each 
of your turns, and each creature that starts its turn within 30 
feet of you takes fire damage equal to your proficiency bonus 
from the intense heat radiating off of your molten scales. 

In addition, while in your overloaded titanus form, you gain 
the following feature: 

Primordial Meltdown. As an action, you can expend any 
number of Primordial Energy dice up to your Constitution 
modifier. Each creature excluding you in a sphere with a 
radius of 20 feet times your size modifier, centered on you, 
must make a Constitution saving throw against your 
Primordial save DC, taking force damage equal to the 
expended dice plus your Constitution modifier on a failed 
save, or half as much damage on a successful one. If 5 or 
more dice were expended, a creature that fails the save is 
stunned until the beginning of your next turn. 
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SOUL OF THE CELESTIAL 


Even among the celestial creatures of the upper planes, there 
exists a primordial being that predates all but the oldest gods. 
This primordial looks fondly upon mortals, and represents 
their natural and continuous cycle of life and death. 


PRIMORDIAL CELESTIAL FORM 
3rd-level Soul of the Celestial feature 

Your titanus form takes on the likeness of a giant insect. 
You gain access to the following natural weapons while in 
your titanus form. They count as simple weapons for you, and 
you add the relevant modifier to the attack and damage rolls 
when you attack with them, as normal. 

Raptorial Limbs. Melee weapon, has the finesse and light 
properties. You slash a creature in reach with scythe-like 
limbs. On a hit, the target takes 1d6 slashing damage, and 
you can expend one Primordial Energy die to add 2 rolls of 
your Primordial Energy die to the damage roll 

Stinger. Melee weapon, has the finesse property. You stab 
a creature in reach with a large stinger. On a hit, the target 
takes 1d12 piercing damage. When you score a critical hit 
with this weapon or roll a 12 on one of the damage die, you 
can expend one Primordial Energy die to add it to the 
damage roll (before doubling dice from a critical hit), and the 
target must succeed on a Constitution saving throw against 
your Primordial save DC or become stunned until the start of 
your next turn. 

Web. Ranged weapon, 30/60 feet, has the ammunition 
property. You fire a sticky glob of webbing at a creature in 
range. On a hit, the target is restrained, and you can expend 
one Primordial Energy die to automatically hit another 
creature within 5 feet of the target with this attack without 
expending ammunition. As an action, a creature restrained by 
this attack can make a Strength check against your 
Primordial save DC, bursting the webbing on a success. The 
webbing can also be attacked and destroyed. It has an AC of 
10 + your size modifier, and hit points equal to your your 
incarnate level The webbing is vulnerable to fire damage, and 
immune to bludgeoning, poison, and psychic damage. 

You gain an amount of ammunition for this weapon equal 
to your Constitution modifier when you enter your titanus 
form, and it disappears when your titanus form ends. 

In addition, while in your titanus form, you gain the 
following feature: 

Celestial Healing. You fill your eyes with healing energy. 
As an action, you can expend any number of Primordial 
Energy dice up to your proficiency bonus. Choose a creature 
you can see within 60 feet of you. For each die expended, that 
creature regains hit points equal to one roll of your 
Primordial Energy die + your Constitution modifier. 


DIVINE PROMINENCE 
6th-level Soul of the Celestial feature 

Your titanus form has evolved enormous moth-like wings. 
While in your titanus form, you gain a flying speed equal to 
your walking speed. 

Additionally, you can speak telepathically with other 
creatures you can see within 60 feet of you while in your 
normal form, or 120 feet while in your titanus form, and 
those creatures can respond telepathically to you, if you allow 
it. To understand each other, you each must speak mentally in 
a language the other knows. 
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Gop Rays q fe 
10th-level Soul of the Celestial feature 
You can make your body glow bright with divine radiance. 
As an action, you can expend three Primordial Energy dice to 
force each hostile creature in a sphere with a radius of 20 
feet times your size modifier, centered on you, to make a 
Constitution saving throw against your Primordial save DC. 
On a failed save, a target is blinded for one minute. At the end 
of each of its turns, a blinded target can repeat the save, 
ending the effect on itself on a success. If a target’s saving 
throw is successful, the target is immune to your God Rays 
for the next 24 hours. 
In addition, each creature you choose within the area of 
effect is cured of one condition afflicting them, unless it is 
being actively inflicted from a physical source (ie, this effect 
cannot remove a target from a grapple or a spider’s webbing). 


PRIMORDIAL REINCARNATION 
14th-level Soul of the Celestial feature 

Your primordial represents the cycle of life and death. 
When you enter your titanus form with 10 Primordial Energy 
dice stored, you can expend an extra use of Titanus Form to 
attune yourself to the upper planes. You must become at least 
huge to enter this attuned titanus form, and it lasts 10 
minutes, during which your speed drops to 0 while you lay an 
egg at your current location. The egg is an object of medium 
size with hit points equal to 5 times your incarnate level, an 
AC of 20, resistance to all damage types, and immunity to 
psychic damage. You are always aware of the current status 
of the egg, and while it is intact, you cannot use this feature. 

When you die, if you were not killed by an effect that 
specifically states the only way you can be revived, and the 
egg is still intact, your soul returns the egg, bolstering your 
companions before doing so. Choose any number of 
creatures within 300 feet of where you died. Each of those 
creatures regains hit points equal to twice your incarnate 
level, gains temporary hit points equal to your incarnate level, 
and has advantage on all ability checks, attack rolls, and 
saving throws they make for one minute. 

You emerge from the egg 3d4 days later. Each dawn, you 
can make a DC 15 Constitution check to reduce the 
remaining days by 1, emerging on a success if the days 
remaining drop to 0. Once, after you emerge, you may cast 
teleport on yourself within the next 10 days, choosing your 
previous body as the location, which counts as an associated 
object as defined in the spells description. 


SOUL OF THE CONSTRUCT 


The plane of Mechanus is home to many contructs, and one 
could argue about the existence of a soul in such creatures, 
but whatever it is, the energy of the primordial construct 
persists. It sleeps still, somewhere on Mechanus, waiting. 


PRIMORDIAL CONSTRUCT FORM 
3rd-level Soul of the Construct feature 

Your titanus form takes on the likeness of a massive metal 
construct. While in your titanus form, you do not need to 
breathe, and you gain access to the following natural 
weapons. They count as simple melee weapons for you, and 
you add your Strength modifier to the attack and damage 
rolls when you attack with them, as normal 

Lightning Punch. You smash an electrified fist into a 
creature in reach. On a hit, the target takes 3d4 lightning 
damage. When you attack with this weapon, you can expend 
one Primordial Energy die to add it to the attack roll 

Tail Has the reach property. You stab a creature in reach 
with your blade-tipped tail. On a hit, the target takes 1d12 
piercing damage, and if you stay within this weapon’s reach of 
the target for the rest of your turn, you can use your bonus 
action that turn to expend one Primordial Energy die and 
deal slashing damage to the target equal to two rolls of your 
Primordial Energy die. 

In addition, while in your titanus form, you gain the 
following feature: 

Primordial Construct Breath. You blast a beam of planar 
Mechanus energy from your mouth. As an action, you can 
expend any number of Primordial Energy dice up to your 
proficiency bonus to make a ranged spell attack using your 
Primordial attack modifier against a creature within 150 feet 
of you. You gain a +1 bonus to the attack roll for every two 
dice expended. On a hit, the target takes force damage equal 
to 2 rolls of your Primordial Energy die for each die 
expended. Add your Constitution modifier to the total. 


METAL HIDE 
3rd-level Soul of the Construct feature 

The metal form of your primordial is impervious to magical 
alteration. While in your titanus form, you are immune to any 
spell or effect that would alter your form. 


ARCANE DASH 
6th-level Soul of the Construct feature 

You expel arcane force to blaze across the battlefield. As a 
bonus action, you can expend one Primordial Energy die to 
take the dash action. Roll the expended die and add the 
number rolled to your AC until the start of your next turn. 


CALCULATED DESTRUCTION 
10th-level Soul of the Construct feature 

You launch missiles of primordial energy from your form. 
As an action, you can expend a set of three Primordial 
Energy dice a number of times up to your size modifier. For 
each set of dice expended, choose a point you can see within 
150 feet of you. Each creature within a 20-foot-radius sphere 
centered on those points must make a Dexterity saving throw 
against your Primordial save DC. Creatures in more than one 
of the spheres make only one saving throw. 


On a failed save, a target takes fire damage and thunder 
damage each equal to 3 rolls of you Primordial Energy die, or 
half as much damage on a successful one. 


OVERDRIVE 
14th-level Soul of the Construct feature 

Your primordial demands order, and will not stop until it is 
achieved. When you enter your titanus form with 10 
Primordial Energy dice stored, you can expend an extra use 
of Titanus Form to attune yourself to the plane of Mechanus. 
While in this attuned titanus form, you gain an additional 
Primordial Energy die at the start of each of your turns, and 
anytime you would roll a Primordial Energy die, you can 
forgo the roll to get a score equal to 1 + your proficiency 
bonus on the die. 


SOUL OF THE DRAGON 


Many creation myths surround the dragon and dragonborn 


races, but the existence of the dragon primordial is no myth. 
However it may be that Tiamat and Bahamut came into 
existence, there exists one older and more powerful than 
either. Perhaps they were the severed heads of this 
primordial, who grew into their own dominion? 


PRIMORDIAL DRAGON FORM 
3rd-level Soul of the Dragon feature 

Your titanus form is an enormous three-headed dragon 
with no arms or wings. You gain access to the following 
natural weapon while in your titanus form. It counts as a 
simple melee weapon for you, and you add your Strength 
modifier to the attack and damage rolls when you attack with 
it, as normal 

Bite. Has the reach property. You bite a creature within 
reach. On a hit, the target takes 1d10 piercing damage. When 
you take the Attack action, you can make an additional attack 
using this weapon as part of the same action by expending 
one Primordial Energy die. 

In addition, while in your titanus form, you gain the 
following features: 

Primordial Dragon Breath. You shoot lighting from your 
mouths. As an action, you can expend up to 3 Primordial 
Energy dice to make a ranged spell attack using your 
Primordial attack modifier against a creature within 120 feet 
of you. On a hit, the target takes lightning damage equal to 
the expended dice + your Constitution modifier. If you 
expended 3 dice, you gain advantage on the attack roll, and 
you add an additional Primordial Energy die to the damage 
roll on a hit. 


PRIMORDIAL STORM 
3rd-level Soul of the Dragon feature 

Your primordial manifests a thunderstorm. While in your 
titanus form, you have a cylindrical storm centered on you 
with a height and radius equal to 20 feet times your size 
modifier. When a creature hostile to you enters the affected 
area for the first time on a turn or starts its turn there, the 
creature must succeed on a Constitution saving throw 
against your Primordial save DC. On a failed save, roll on the 
Primordial Storm table to determine what happens. 


PRIMORDIAL STORM 


Primordial 
Energy Die Effect 


1-2 The target is knocked prone by heavy winds. 
The target takes lightning damage equal to 


= your Primordial Energy die. 
9-10 The target is blinded by heavy rain until the 
beginning of its next turn. 
11-12 _ The target is stunned by an intense lightning 


strike until the beginning of its next turn. 
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RULE THE SKIES 
6th-level Soul of the Dragon feature 

You have resistance to lightning damage, and whenever you 
take lightning damage, you gain one Primordial Energy die. 
This die disappears at the end of your next turn. 

Additionally, your titanus form has evolved huge dragon 
wings. While in your titanus form, you gain a flying speed 
equal to your walking speed. 


ADDITIONAL MUTATION 
10th-level Soul of the Dragon feature 

You gain an additional mutation for which you meet the 
prerequisites. 


Bow TO Your NEw KING 
10th-level Soul of the Dragon feature 

You can raise your three heads to the sky and roar, 
demanding submission. While in your titanus form, you can 
use your action to expend three Primordial Energy dice and 
force each hostile creature within 120 feet of you that can 
hear you to succeed on a Wisdom saving throw against your 
Primordial save DC. On a failed save, a medium or smaller 
creature becomes frightened by you, while a large or larger 
creature becomes charmed by you. This effect lasts until your 
titanus form ends. On a successful save, a creature becomes 
immune to this feature for 24 hours. 

When a creature becomes frightened this way, it must 
succeed on a Dexterity saving throw against your Primordial 
save DC or fall prone as it fills with terror. 

At the end of each of its turns, a charmed or frightened 
creature can repeat the saving throw, ending the effect on 
itself on a success. A charmed creature can also repeat the 
saving throw whenever you deal damage to it. 


TYRANNY FROM THE STARS 
14th-level Soul of the Dragon feature 

None can stand before the majesty of your primordial Asa 
bonus action, you can expend two uses of Titanus Form and 
10 Primordial Energy dice to enter your titanus form 
overloaded with primordial power. While in your overloaded 
titanus form, the radius of your primordial storm extends by 
30 feet, its DC increases by 1, and you roll twice on the 
Primordial Storm table when a creature fails the saving 
throw, re-rolling duplicates unless the duplicate roll is 3-8. 
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SOUL OF THE ELEMENTAL 


The elemental planes house beings far older than the mortals 
of today, but buried deep within the Elemental Plane of Fire 
lies a great primordial being, who's presence melts the air 
itself. It seeks to dominate, as all fire is want to do. 


PRIMORDIAL ELEMENTAL FORM 
3rd-level Soul of the Elemental feature 

Your titanus form takes on the likeness of a gigantic fiery 
pteranodon. While in your titanus form, you gain a flying 
speed equal to your walking speed, and you gain access to the 
following natural weapons. They count as simple melee 
weapons for you, and you add your Strength modifier to the 
attack and damage rolls when you attack with them, as 
normal. 

Beak. You thrust your beak into an creature in reach. Ona 
hit, the target takes 1d12 piercing damage. When you attack 
a grappled creature with this weapon, you can expend one 
Primordial Energy die to gain advantage on the attack roll 
Add the expended die to the damage roll on a hit. 

Talons. You dig your talons into a creature in reach. Ona 
hit, the target takes 2d6 piercing damage, and you can 
expend one Primordial Energy die. If you do, the target must 
succeed on a Strength saving throw against your Primordial 
save DC. On a failed save, the target takes piercing damage 
equal to the expended die, and becomes grappled by you if it 
is no more than one size larger than you. You cannot attack 
with your talons while a target is grappled this way. 

In addition, while in your titanus form, you gain the 
following feature: 

Evasive Destruction. You can swiftly attack and evade. 
You can expend two Primordial Energy dice to take the 
disengage action as a bonus action. When you do, if you are 
hit by an attack before the start of your next turn, you can use 
your reaction to reduce any damage you take by the expended 
dice + your incarnate level + your Constitution modifier. If the 
attack was a melee attack, the creature that hit you takes fire 
damage equal to your Primordial Energy die. 


PRIMORDIAL FLAME 
3rd-level Soul of the Elemental feature 

Your primordial is the very essence of fire. While in your 
titanus form, an aura of intense heat extends 5 feet from you 
in every direction. When your aura deals damage, the 
damage equals your proficiency bonus + your size modifier. 
Your aura grants you the following benefits: 


e You have immunity to fire damage. 

e Acreature that touches you or hits you with a melee 
attack while within your aura takes fire damage from your 
aura. 

e When your aura enters the space of a creature on your 
turn, a creature enters your aura for the first time on a 
turn, or a creature starts its turn in your aura, that 
creature takes fire damage from your aura. Once a 
creature has taken damage this way, it can't again until the 
start of your next turn. 


SOARING ERUPTION 
6th-level Soul of the Elemental feature 

Your primordial’s mastery of flight is unparalleled. While in 
your titanus form, your flying speed is doubled. 

Additionally, while in your normal form, you have 
resistance to fire damage. 


VOLCANIC INFERNO 
10th-level Soul of the Elemental feature 

You can release intense heat from your body. You can 
expend four Primordial Energy dice to cast fireball at a level 
equal to twice your size modifier + 3 centered on yourself, 
without using a spell slot or any components. Its DC is your 
Primordial save DC, and you take no damage from the spell. 


PROGENITOR OF FIRE 
14th-level Soul of the Elemental feature 

Your primordial reigns supreme in the Plane of Fire. When 
you enter your titanus form with 10 Primordial Energy dice 
stored, you can expend an extra use of Titanus Form to 
attune yourself to the Elemental Plane of Fire. While in this 
attuned titanus form, your natural weapons deal extra fire 
damage equal to your Primordial Energy die. Additionally, 
you can use your Volcanic Inferno feature by expending three 
Primordial Energy dice instead of four. 
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SOUL OF THE FEY 


Sleeping beneath the Feywilds is its great protector. Said to 
be the very origin of monarchy itself, this primordial ruled 
over and protected the Feywilds from any threat it deemed 
worth addressing, and it did so with finesse and fury. 


PRIMORDIAL FEY FORM 
3rd-level Soul of the Fey feature 

Your titanus form takes on the likeness of a noble creature 
of the Feywilds. You gain access to the following natural 
weapons while in your titanus form. They count as simple 
weapons for you, and you add the relevant modifier to the 
attack and damage rolls when you attack with them, as 
normal. 

Fist. Has the finesse property. You pummel a creature in 
range with swift punches. On a hit, the target takes 
bludgeoning damage equal to your Primordial Energy die, 
and you can use your bonus action this turn to expend two 
Primordial Energy dice and attack with this weapon twice 
against the same target. 

Kick. Has the finesse property. You slam your opponent 
with a kick. On a hit, the target takes bludgeoning damage 
equal to your Primordial Energy die. When you attack with 
this weapon, you can expend one Primordial Energy die to 
kick with extra precision. Add the expended die to the attack 
roll, and to the damage roll on a hit. 

In addition, while in your titanus form, you gain the 
following feature: 


Solar Rays. You can blast solar energy from your eyes. As an 
action, you can expend two Primordial Energy dice to make a 
ranged spell attack using your Primordial attack modifier 
against a creature within 120 feet of you. On a hit, the target 
takes radiant damage equal to 4 rolls of you Primordial 
Energy die + your Constitution modifier. While in direct 
sunlight, this attack scores a critical hit on a roll of 18-20. 


FORM AND FUNCTION 
3rd-level Soul of the Fey feature 

When you are hit by a melee attack, you can use your 
reaction to increase your AC by 1 until the start of your next 
turn, potentially avoiding the triggering hit. 

In addition, you can expend one Primordial Energy die to 
take the Disengage or Dash action as a bonus action on your 
turn, and your jump distance is doubled for that turn. 


AIR OF NOBILITY 
6th-level Soul of the Fey feature 

Your primordial is a regal force of nature in the Feywild. 
While in your titanus form, any creature hostile to you that 
starts its turn within 15 feet of you must make a Wisdom 
saving throw against your Primordial save DC. On a failed 
save, a creature becomes charmed by you until your titanus 
form ends. On a successful save, a creature becomes immune 
to your Air of Nobility for 24 hours. 

Whenever you deal damage to a creature charmed this way, 
and at the end of each of its turns, a charmed creature can 
repeat the saving throw, ending the effect on itself on a 
SUCCESS. 


ENERGY REFLECTION 
10th-level Soul of the Fey feature 

You can absorb an enemy’s spell and reflect the energy 
back at them. When you are hit by a spell attack or forced to 
make a saving throw against a damage dealing spell that can 
only target one creature, if you can see the caster, you can use 
your reaction to expend one Primordial Energy die. Reduce 
any damage you take by 2 rolls of you Primordial Energy die 
+ your incarnate level + your Constitution modifier. If you 
reduce the damage to O, all other effects of the spell are 
negated and, if you are in your titanus form, you can 
immediately use your Solar Rays action against the caster. It 
costs no Primordial Energy dice, and the number of 
Primordial Energy dice you use for the damage roll equals 
the level of the spell that hit you (1 if a cantrip). 


FOR THE KINGDOM 
14th-level Soul of the Fey feature 

Your primordial lives to protect its own. As a bonus action, 
you can expend two uses of Titanus Form and 10 Primordial 
Energy dice to enter your titanus form overloaded with 
primordial power. While in your overloaded titanus form, 
your focus is intensified, granting you the following benefits: 


e You gain advantage on all attack rolls, ability checks, and 
saving throws you make. 

e Other creatures have disadvantage on attack rolls against 
you. 

e You can attack an additional time when you take the 
Attack action on your turn. 

e Your attacks score a critical hit on a roll of 19 or 20. 
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SOUL OF THE FIEND 


Among the lower planes exists all manner of evil and 
debaucherous creatures, but the primordial fiend is a terror 
unlike any other. Wanting nothing but destruction, it bring 
death with a speed few can match. It is said Asmodeous 
himself keeps it locked beneath the Nine Hells. 


PRIMORDIAL FIEND FORM 
3rd-level Soul of the Fiend feature 

Your titanus form takes on the likeness of a large demonic 
dragonfly with bat-like wings. While in your titanus form, you 
gain a flying speed equal to your walking speed, and you gain 
access to the following natural weapons. They count as 
simple weapons for you, and you add the relevant modifier to 
the attack and damage rolls when you attack with them, as 
normal. 

Eyes. Ranged weapon, 90/120 feet. You stare death into 
your opponents. On a hit, the target takes 2d4 necrotic 
damage, and you can expend one Primordial Energy die. If 
you do, each creature within a 10-foot-radius sphere centered 
on the target must succeed on a Dexterity saving throw 
against your Primordial save DC or take necrotic damage 
equal to 2 rolls of you Primordial Energy die. 

Pincers. Melee weapon, has the finesse property. You 
eviscerate a creature in reach with pincers. On a hit, the 
target takes 2d6 slashing damage, and you can expend one 
Primordial Energy die. If you do, the target takes extra 
piercing damage equal to the expended die, and you gain 
advantage on your next attack roll against the target this turn. 

Stinger. Melee weapon, has the reach property. You thrust 
your stinger forward to drain the life of a creature in reach. 
On a hit, the target takes 1d12 piercing damage, and if you 
stay within this weapon’s reach of the target for the rest of 
your turn, you can use your bonus action that turn to expend 
one Primordial Energy die, dealing necrotic damage to the 
target equal to the expended die. You regain hit points equal 
to the necrotic damage dealt this way. 

In addition, while in your titanus form, you gain the 
following feature: 

Flaming Wings. You can fan demonic flames over your 
enemies. As an action, you can expend up to four Primordial 
Energy dice. Each creature in a line with a length of 30 feet 
times your size modifier and a width of 5 feet times your size 
modifier + 5 must make a Dexterity saving throw against your 
Primordial save DC. On a failed save, a target takes fire and 
necrotic damage each equal to the expended dice, or half as 
much damage on a successful one. 


FIENDISH SPEED 
6th-level Soul of the Fiend feature 

Your primordial greets their enemies with swift death. Your 
speed increases by 15 feet. 

In addition, you can use your bonus action to expend one 
Primordial Energy die and teleport up to 30 feet to an 
unoccupied space that you can see. If you attack an enemy 
within 5 feet of that space before the end of your turn without 
moving, add the expended die to the attack roll. 

You can use this feature a number of times equal to your 
proficiency bonus, and you regain all expended uses when 
you finish a long rest. 
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SONIC BOOM 
10th-level Soul of the Fiend feature 

Your primordial speed erupts the air. You can use your 
action to expend three Primordial Energy dice and teleport 
yourself to an unoccupied space you can see within 90 feet of 
you. Immediately after you disappear, a sonic boom erupts, 
and each creature within a 20-foot radius sphere centered on 
the space you left must make a Constitution saving throw 
against your Primordial save DC. On a failed save, a target 
takes thunder damage equal to 6 Primordial Energy dice and 
is knocked prone. On a success, a target takes half as much 
damage and is not knocked prone. The thunder can be heard 
from up to 300 feet away. 


BLITZ 
14th-level Soul of the Fiend feature 

Hatred fuels the terrifying prowess of your primordial. 
When you enter your titanus form with 10 Primordial Energy 
dice stored, you can expend an extra use of Titanus Form to 
attune yourself to the lower planes. While in this attuned 
titanus form, other creatures have disadvantage on attack 
rolls against you, the range of your Fiendish Speed and Sonic 
Boom features increases to 60 feet and 180 feet, respectively, 
and you can use Fiendish Speed immediately when you take 
the Attack action on your turn as part of that action and 
without expending a use. 


SOUL OF THE GIANT 


Precursor to the giants that walk the world today, the 
primordial giant is an intelligent creature, beyond that of 
most other Primordials. It many even be the progenitor of all 
the humanoid races, but such speculation is just that. 
Regardless, it is a fearsome opponent to face. 


PRIMORDIAL GIANT FORM 
3rd-level Soul of the Giant feature 

Your titanus form takes on the likeness of a giant ape, a 
precursor to the giants. You gain access to the following 
natural weapon while in your titanus form. It counts as a 
simple melee weapon for you, and you add your Strength 
modifier to the attack and damage rolls when you attack with 
it, as normal 

Fist. You smash your fist into a creature within range. Ona 
hit, the target takes 1d12 bludgeoning damage. Once on each 
of your turns when you attack with this weapon using the 
Attack action, you can make one additional attack with this 
weapon as part of the same action by expending one 
Primordial Energy die. 

In addition, while in your titanus form, you gain the 
following features: 

Aerial Smash. You bash an enemy from the air. As an 
action you can take while in the air, you can expend 2 
Primordial Energy dice to make two Fist attacks against a 
creature on the ground that you are at least 10 feet but no 
more than 20 feet directly above. You gain advantage on both 
attacks, and add one expended die to each damage roll ona 
hit. If both attacks hit, the target is knocked prone. 

When you reach 10th level, you can make one attack with 
Spellbreaker instead of two Fist attacks. You gain advantage 
on the attack, and on a hit the target is knocked prone, and 
you add both expended dice plus an additional Primordial 
Energy die to the damage roll. 

Analyze. You harness the instinct and intellect of your 
primordial As a bonus action, you can expend one Primordial 
Energy die and add it to the next attack roll you make this 
turn. 

Brace. You swiftly prepare for impact from an enemy’s 
blow. As a reaction when you are hit by an attack, you can 
expend one Primordial Energy die to reduce the damage 
taken by 2 Primordial Energy dice. 
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REACH HIGH 
6th-level Soul of the Giant feature 

Your primordial is agile and fierce. You gain a climbing 
speed equal to your walking speed, your jump distance is 
tripled, and you take no fall damage from falling after 
jumping, so long as you land on ground at an elevation no 
lower than 10 feet + 10 times your size modifier from the 
place you jumped. 


SPELLBREAKER 
10th-level Soul of the Giant feature 

You can summon your primordial's ancient weapon, 
Spellbreaker, in your hand by expending two Primordial 
Energy dice. This magic handaxe grows to fit your palm no 
matter what size you are, and lasts for one minute. It counts 
as a simple melee weapon with the thrown property (60/90) 
and deals force damage equal to 2 rolls of your Primordial 
Energy die. In addition, when you attack with this weapon, 
you can expend a number of Primordial Energy dice up to 
your proficiency bonus, adding them to the damage roll ona 
hit. 

If you drop Spellbreaker or throw it, it dissipates at the end 
of the turn. Thereafter, while still within the summoning 
duration, you can use your bonus action to cause it to 
reappear in your hand. 


CHANNEL THE APEX 
14th-level Soul of the Giant feature 

You and your primordial have learned to communicate, and 
its has allowed you some of its power. While in your normal 
form, you can use your bonus action to expend one 
Primordial Energy die and gain the following benefits for one 
hour: 


e You can use your Primordial Giant Form feature. 

e You gain a+l bonus to attack and damage rolls with your 
fist weapon, and a +2 bonus with Spellbreaker. 

e You gain resistance to bludgeoning, piercing, and slashing 
damage. 

e Your speed increases by 10 feet. 

e You have darkvision out to 120 feet. 


These benefits end early if you enter your titanus form. 
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SOUL OF THE MONSTROSITY 


In the time of the Primordials, the raw arcane energy that 
pulsed through the weave could cause unpredictable 
mutations in any lesser lifeforms that arose. The Primordial 
Monstrosity is one such mutation. A creature capable of rapid 
and constant evolution, able to adapt to any environment. Its 
biology runs antithetical to the natural evolution of fauna, and 
it seeks the destruction of such suboptimal existence. 


PRIMORDIAL MONSTROSITY FORM 
3rd-level Soul of the Monstrosity feature 

Your titanus form takes on the likeness of a monstrous 
reptilian. You gain access to the following natural weapons 
while in your titanus form. They count as simple melee 
weapons for you, and you add your Strength modifier to the 
attack and damage rolls when you attack with them, as 
normal. 

Claw. You slash a creature in reach. On a hit, the target 
takes 3d4 necrotic damage, and you can expend one 
Primordial Energy die. If you do, you may use your bonus 
action this turn to make another claw attack against the same 
creature. 

Tail Has the reach property. You pierce a creature in reach 
with your tail On a hit, the target takes 2d6 piercing damage, 
and you can expend one Primordial Energy die to force a 
target no more than one size larger than you to make a 
Strength saving throw against your Primordial save DC. Ona 
failed save, the target becomes grappled by you and takes 
piercing damage equal to the expended die. You cannot 
attack with your tail while a target is grappled this way. 

In addition, while in your titanus form, you gain the 
following features: 

Primordial Monstrosity Breath. You exhale destructive 
energy. As an action, you can expend any number of 
Primordial Energy dice up to your proficiency bonus to make 
a ranged spell attack using your Primordial attack modifier 
against a creature within 100 feet times your size modifier of 
you. On a hit, the target takes necrotic damage equal to the 
expended dice + your Constitution modifier. 

If two or more dice were expended, the target must make a 
Constitution saving throw against your Primordial save DC. 
On a failed save, for each pair of dice expended, a target takes 
additional necrotic damage equal to your Constitution 
modifier, and becomes progressively poisoned, blinded, then 
stunned for one minute, based on how many pairs of dice 
were expended. A creature can repeat the saving throw at the 
end of each of its turns, ending these effects on itself on a 
success. 


EVOLUTION 
6th-level Soul of the Monstrosity feature 

Your titanus form has evolved enormous dragon-like wings 
and a fearsome bladed horn. While in your titanus form, you 
gain a flying speed equal to your walking speed, and you gain 
the following feature: 

Horn Blade. You bisect an enemy with your horn. As an 
action, you can expend a number of Primordial Energy dice 
up to your proficiency bonus to force a creature within your 
melee weapon reach to make a Dexterity saving throw 
against your Primordial save DC. The target takes necrotic 
and slashing damage each equal to the expended dice ona 
failed save, or half as much damage on a successful one. 


ADDITIONAL MUTATIONS 
6th-level Soul of the Monstrosity feature 

When you reach 6th level, and again at 10th level, you gain 
an additional mutation for which you meet the prerequisites. 


PERFECT LIFE FORM 
10th-level Soul of the Monstrosity feature 

Your split your form to overwhelm your foes. While in your 
titanus form, you can use your action to expend two 
Primordial Energy dice a number of times up to your size 
modifier. For each pair of dice expended, your size is reduced 
by one, you lose 30 hit points, and you summon a number of 
mitosis claws equal to your proficiency bonus. You control the 
mitosis claws, and their stat block is described at the end of 
the class description, except these claws are your size. In 
combat, they share your initiative and take their turn all 
together immediately after yours. You can perceive through 
the senses of a mitosis claw as long as you are on the same 
plane of existence. Any mitosis claws made with this feature 
dissipate when your titanus form ends. 

As a bonus action, you can make an attack with your 
titanus form's claw weapon against any creature within 5 feet 
of a claw. 

When a creature is targeted by an attack, You can use your 
reaction to cause one claw within 5 feet of that creature to 
make a Dexterity (Acrobatics) check contested against the 
attack roll, becoming the target of the attack on a success. 


APEX ANNIHILATION 
14th-level Soul of the Monstrosity feature 

The primordial inside you will stop at nothing to bring ruin. 
As an action, you can expend two uses of Titanus Form and 
10 Primordial Energy dice to enter your titanus form 
overloaded with primordial power. When you do, you fire an 
enormous beam of necrotic energy from your chest, forcing 
each creature in a line 300 feet long and 10 feet wide in a 
direction you choose to make a Constitution saving throw 
against your Primordial save DC. On a failed save, a target 
takes necrotic damage equal to the expended dice, and for 
one minute, the target is poisoned and takes additional 
necrotic damage equal to your Primordial Energy die at the 
start of each of its turns. A target can repeat the saving throw 
at the end of each of its turns, ending these effects on itself 
on a success. 

If the target succeeds on the initial saving throw, they take 
half as much necrotic damage and suffer no additional effects 
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SOUL OF THE OOZE 


Modern ooze's are thought to be the spawn of the demon lord 
Juiblex, which puts into question the exact place of the 
primordial ooze in existence. Regardless of its legacy, it is an 
unthinking force of hunger, set on consuming everything in 
its path. No one is sure what drives it, and those who have 
studied it believe it may likely be nothing at all It seeks 
consumption for consumptions sake. 


PRIMORDIAL OOZE FORM 
3rd-level Soul of the Ooze feature 

Your titanus form takes on the likeness of an enormous, 
corrosive ooze. While in your titanus form, you gain the 
following effects: 


e The speed bonus from your titanus form is negated, and 
your speed is set to 5 times your size modifier + 10 feet. 

e You roll twice as many Primordial Energy dice to gain 
temporary hit points when you enter your titanus form. 

e You gain blindsight out to 90 feet but lose all other vision 
senses. 

e You are immune to the blinded, charmed, deafened, 
exhaustion, frightened, and prone conditions. 

e You don’t need to breathe. 

e You gain a swimming and climbing speed equal to your 
walking speed, and can climb difficult surfaces, including 
upside down on ceilings, without needing to make an 
ability check. 

e You can move through a space as narrow as 1 inch wide 
without squeezing. 


You also gain access to the following natural weapon while 
in your titanus form. It counts as a simple melee weapon for 
you, and you add your Strength modifier to the attack and 
damage rolls when you attack with it, as normal. 

Pseudopod. -5 feet to your reach (minimum 5 feet). You 
slam a slimy appendage on a creature in reach. On a hit, the 
target takes 1d6 bludgeoning damage plus acid damage equal 
to one roll of your Primordial Energy die, and you can expend 
one Primordial Energy die. If you do, a target no more than 
one size larger than you must succeed on a Strength saving 
throw against your Primordial save DC or become grappled 
by you. You can have a number of creatures up to your size 
modifier grappled this way. 

In addition, while in your titanus form, you gain the 
following features: 

Eject. You eject a piece of yourself at your enemies. As an 
action, you can expend three Primordial Energy dice to 
launch a glob of ooze, filling a circle with a radius of 15 feet 
times your size modifier on the ground centered on a point 
you can see within 90 feet of you. The ooze turns the affected 
area into difficult terrain for hostile creautes, and lasts until 
your titanus form ends. You must maintain concentration on 
this effect, as if concentrating on a spell. 

When a creature other than you enters the affected area for 
the first time on a turn or starts its turn there, the creature 
must succeed on a Dexterity saving throw against your 
Primordial save DC or take acid damage equal to 2 rolls of 
your Primordial Energy die and be restrained by the ooze 
until your titanus form ends. A creature restrained by the 
ooze takes the same amount of acid damage at the start of its 
turn. You can also target a creature in the air, causing only 
that creature to suffer its effects rather than filling an area. 
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A creature restrained by the ooze can use its action to 
make a Strength or Dexterity check (its choice) against your 
Primordial save DC. On a success, it frees itself. 

Engulf. You engulf an enemy in your grasp. As an action, 
you can expend one Primordial Energy die and 5 feet of 
movement to force a creature no larger than you that you are 
grappling to make a Strength saving throw against your 
Primordial save DC. On a failed save, you move into the 
target’s space, causing that creature takes acid damage equal 
to 3 rolls of your Primordial Energy die and become engulfed. 
On a successful save, you stay in your space and the creature 
takes acid damage equal to the expended die, but suffers no 
other effects. 

An engulfed creature can't breathe, is restrained, and has 
total cover against attacks and other effects outside you. It 
also takes acid damage equal to 3 rolls of your Primordial 
Energy die at the start of each of your turns. When you move, 
the engulfed creature moves with you. 

An engulfed creature can try to escape by using its action 
to make a Strength check against your Primordial save DC. 
On a success, the creature escapes and enters a space of its 
choice within 5 feet of you. 

When an engulfed creature drops to 0 hit points, its flesh, if 
it has any, is dissolved, you gain one Primordial Energy die, 
and you gain your choice of hit points or temporary hit points 
equal to 2 rolls of your Primordial Energy die. You release 
anything remaining from the creature into an unoccupied 
space within 5 feet of you when your titanus form ends. 

Split. You split in two. As a bonus action, you can expend 
one Primordial Energy die to split in half. When you do, half 
of you splits into an empty space within 5 feet of you, 
dropping your size by one level. The half is not a separate 
creature, meaning you share all resources, with the exception 
of hit points and movement. Each half has half the hit points 
and temporary hit points you had, movement speeds equal to 
yours, and you can move them independently on your turn. 
Each half has all your senses, and you can sense things as 
though you were in the location of either. 

Any actions you take may be performed from the location 
of either half. Both halves can also be targeted separately. As 
long as you have at least one half, you can make one attack or 
use your Eject or Engulf features as a bonus action, so long 
as they are used by a different half than the one that 
performed your action. Each half also has its own size 
modifier, which you use for any relevant actions performed by 
that half. Each half can have a number of creatures up to its 
size modifier grappled with its Pseudopod at one time. A half 
use this feature, splitting its hit points and temporary hit 
points between the new halves. 

A half dissipates when your titanus form ends or when it 
drops to 0 hit points. You are only knocked unconscious 
when you have no halves. Otherwise, when your titanus form 
ends, you choose one half to turn into your normal form, and 
the rest dissipate. 

Combine. As a bonus action, you can cause two halves 
within 5 feet of each other to combine. The combined half 
appears in the space of either half that created it, with hit 
points and temporary hit points equal to the combined total 
of both halves. If both halves were the same size, the new half 
is one size larger. 


PRIMORDIAL CORROSION 
3rd-level Soul of the Ooze feature 

Your primordial is corrosive to the touch. While in your 
titanus form, you gain the following benefits: 


e You are immune to acid damage 

e Acreature that touches you or hits you with a melee 
attack while within 5 feet of you takes acid damage equal 
to your Primordial Energy die. 

e Acreature grappled by you takes acid damage equal to 
your Primordial Energy die at the start of each of its turns. 


AEROGEL 
6th-level Soul of the Ooze feature 

Your primordial can reconfigure its being to become lighter 
than air. While in your titanus form, if you are large or bigger, 
you can use your action to gain a flying speed equal to twice 
your walking speed. When you use this flying speed, you are 
incapacitated until you return to the ground. 

Additionally, while in your normal form, you gain 
resistance to acid damage 


RESILIENT COMPOSITION 
10th-level Soul of the Ooze feature 

The structure of your primordial’s slime has improved with 
your strength. You gain resistance to cold and lightning 
damage. 


VORACIOUS EROSION 
14th-level Soul of the Ooze feature 

Your primordial thinks of nothing but consumption. As a 
bonus action, you can expend two uses of Titanus Form and 
10 Primordial Energy dice to enter your titanus form 
overloaded with primordial power. While in your overloaded 
titanus form, a sphere of acid mist surrounds you. The 
sphere's radius equals 10 times your size modifier + 10 feet. 

When a creature enters the affected area for the first time 
on a turn or starts its turn there, it must make a Constitution 
saving throw against your Primordial save DC. On a failed 
save, a target takes acid damage equal to 2 rolls of your 
Primordial Energy die, and until the start of its next turn, it 
can't breathe and its speed is halved On a success, a target 
takes half as much damage but suffers no other effects. 

Any halves you create with your Split action while in your 
overloaded titanus form are also overloaded, and the acid 
mist's radius is reduced or increased with its size modifier. 


SOUL OF THE PLANT 


The fauna of the world is not the only thing with primordial 


origins. The flora as well has its roots connecting back to the 
primordial age. The primordial plant is an enormous and 
fearsome thing, an extension of Nature's own will, that seeks 
to spread its growth to every corner of existence. 


PRIMORDIAL PLANT FORM 
3rd-level Soul of the Plant feature 

Your titanus form takes on the likeness of a immobile plant 
monster. While in your titanus form, you cannot move, and 
you gain access to the following natural weapons. They count 
as simple melee weapons for you, and you add your Strength 


_ modifier to the attack and damage rolls when you attack with 


them, as normal. 


Tendrils. Has the reach Mf 
property. You lash a creature in a 
reach with thorny tendrils. On a hit, = 
the target takes 2d6 slashing damage, and you can 4 
expend one Primordial Energy die. If you do, a target your 
size or smaller must make a Strength saving throw against 
your Primordial save DC. On a failed save, the target is 
grappled by you and takes acid damage equal to the 
expended die. 

On your turn, you can expend your movement to move a 
creature grappled this way towards you proportionally. You 
can have a number of creatures up to your proficiency bonus 
grappled this way this way. 

Maw. This weapon's reach is always 5 feet, regardless of 
modifiers. You attempt to consume an enemy close to you. On 
a hit, the target takes 2d8 Piercing damage, and you can 
expend one Primordial Energy die. If you do, a target at least 
one size smaller than you must make a Strength saving 
throw against your Primordial save DC. On a failed save, the 
target is swallowed. 

While swallowed, the creature is blinded and restrained, it 
has total cover against attacks and other effects outside you, 
and it takes a number of rolls of your Primordial Energy die 
equal to your proficiency bonus as acid damage at the start of 
each of your turns. You can only have one creature swallowed 
at a time. 

If you take damage equal to or greater than 10 times your 
proficiency bonus on a single turn from a creature inside you, 
you must succeed on a DC 20 Constitution saving throw at 
the end of that turn or regurgitate it. A regurgitated creature 
falls prone in an unoccupied space within 10 feet of you. If 
you are knocked unconscious, a swallowed creature is 
regurgitated. 

When a swallowed creature drops to 0 hit points, its flesh, 
if it has any, is dissolved, you gain one Primordial Energy die, 
and you gain your choice of hit points or temporary hit points 
equal to 2 rolls of your Primordial Energy die. You release 
anything remaining from the creature into an unoccupied 
space within 5 feet of you when your titanus form ends. 

In addition, while in your titanus form, you gain the 
following features: 

Corrosive Sap. You spit a glob of acid at a creature. As an 
action, you can expend two Primordial Energy dice to choose 
one or two creatures you can see within 120 feet of you. If 
you choose two, they must be within 5 feet of each other. A 
target must make a Dexterity saving throw against your 
Primordial save DC. On a failed save, a creature takes acid 
damage equal to 4 rolls of your Primordial Energy die, or half 
as much damage on a successful one. 
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You remain in this form until the beginning of your next 
turn. It ends early if you are knocked unconscious, if you die, 
or if you dismiss it as a bonus action. You revert back into 
whichever form you were in previously, unless you die or are 
knocked unconscious, in which case you revert to your 
normal form. 


ENTHRALLING BLOOM 
10th-level Soul of the Plant feature 

You can harness the natural senses to lure in your enemies. 
Once per use of your titanus form, as an action, you can 
expend four Primordial Energy dice to have a giant rose 
bloom around your head. The rose releases a mind fogging 
scent. Each hostile creature within 150 feet of you must 
succeed on a Wisdom saving throw against your Primordial 
save DC or be charmed by you until your titanus form ends. A 
creature charmed this way must use all its movement speed 
on each of its turns to move directly toward you in a safe 
path. 

A charmed creature can repeat the saving throw at the end 
of each of its turns, and each time you deal damage to it, 
ending the effect on itself on a success. 

Additionally, when you roll one or more Primordial Energy 
dice while in direct sunlight, you can reroll any roll of 1, but 
you must use the new roll 


Creeping Vines. You lift yourself up with your tendrils to VERDANT OVERGROWTH 
reposition. As an action, you can expend one Primordial 14th-level Soul of the Plant feature 
Energy die and move up to your speed. You can lift yourself Your primordial will grow to consume all As a bonus 
over creatures two sizes smaller than you to move past them action, you can expend two uses of Titanus Form and 10 
without expending extra movement. Any creature you pass Primordial Energy dice to enter your titanus form overloaded 
over this way must succeed on a Dexterity saving throw with primordial power. When you enter your overloaded 
against your Primordial save DC or take slashing damage titanus form, thick vines lace the floor in a 120-foot-radius 
equal to the expended die. circle centered on your current location. The vines creep 
Regeneration. As a bonus action, you can expend one around corners but cannot go through solid walls or cross 
Primordial Energy die to regain hit points equal to the large gaps like a ravine, and the vines do not move with you. 
expended die + your incarnate level + your Constitution They last until your titanus form ends. 
modifier. Once you use this feature, you can't do so again The affected area counts as difficult terrain for hostile 
until you finish a short or long rest. creatures. A hostile creature that enters the affected area for 
the first time on a turn or starts its turn there must succeed 
ADVANCED REGENERATION on a Dexterity saving throw against your Primordial save DC 
3rd-level Soul of the Plant feature or take slashing damage equal to 1 roll of your Primordial 
Your primordial is capable of rapid regeneration. At the Energy die. 
start of each of your turns while in your titanus form, if you You can attack with your Tendril weapon from anywhere 
have no more than half of your hit points left, you regain hit within the affected area as though you were in range of the 
points equal to your Constitution modifier. target. On a hit, you can cause a target your size or smaller to 
be pulled toward you a number of feet equal to 5 times your 
SPORE CLOUD Strength modifier. 


6th-level Soul of the Plant feature 

While you have no more than half your hit points left, you 
can use your action to expend two Primordial Energy dice, 
turn into a cloud of spores, and move up to your speed. 

In this form you cannot take actions, other than a bonus 
action to dismiss it. You have resistance to all damage except 
force and radiant damage, you do not provoke attacks of 
opportunity, and you can move through other creatures and 
objects, other than solid walls, as if they were difficult terrain. 
You take 1d10 force damage if you end your turn inside an 
object, and are shunted into the nearest unoccupied space 
that you can fit into. 


* + 
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SOUL OF THE UNDEAD 


As in life, so to in death. The lower planes, the very negative 


plane itself, holds a titan of its own. An immense force of 
death that seeks to end any life it encounters. It is theorized 
this primordial is a balancing force in the universe, arising 
when necessary to cull overpopulation. Or, perhaps we are 
simply lucky to have avoided its approach in our lifetime. 


PRIMORDIAL UNDEAD FORM 
3rd-level Soul of the Undead feature 

Your titanus form takes on the likeness of a massive 
undead reptilian. While in your titanus form, you do not need 
to breathe, and you gain the following features: 

Tail Swipe. You sweep your gigantic tail across the 
battlefield As an action, you can expend a number of 
Primordial Energy dice up to your proficiency bonus, forcing 
each creature in a cone with a size of 20 feet times your size 
modifier to make a Dexterity saving throw against your 
Primordial save DC. A target takes bludgeoning damage 
equal to the expended dice and is knocked prone on a failed 
save. On a successful save, a target takes half as much 
damage and is not knocked prone. 

Primordial Undead Breath. You can use your action to 
charge a deadly beam of energy. Choose a number of targets 
up to your proficiency bonus that you can see within 150 feet 
of you, expending one Primordial Energy die for each target 
chosen. A target must make a Dexterity saving throw against 
your Primordial save DC, taking necrotic damage equal to 3 
rolls of your Primordial Energy die on a failed save, or half as 
much damage on a successful one. A target can be chosen 
multiple times, making only one saving throw and taking 
damage equal to twice the number of Primordial Energy dice 
expended for that target on a failed save. 


SHAMBLING DESTRUCTION 
3rd-level Soul of the Undead feature 
While in your titanus form, you gain the following benefits: 


e In combat, you gain a Primordial Energy die at the end of 
your turn if you used no more than half of your movement 
that turn. 

e Before moving on your turn, you can use your Generate 
feature as a bonus action. Your speed then drops to O until 
the beginning of your next turn. 


NULLIFY 
6th-level Soul of the Undead feature 
The magic of your primordial forcefully augments your 
body to defend against damage. As a reaction when you take 
damage, you can expend one Primordial Energy die to gain 
resistance to one damage type that hit you. If the damage was 
fire, lightning, or force, you regain hit points equal to the 
expended die, and you gain one Primordial Energy die. 
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NECROTIC CATASTROPHE 
10th-level Soul of the Undead feature 

Your primordial’s negative energy can erupt disastrously 
when threatened. While in your titanus form, you can use 
your action to expend six Primordial Energy dice and choose 
a number of creatures up to twice your proficiency bonus that 
you can see within 150 feet of you. 

Each of those creatures must make a Dexterity saving 
throw against your Primordial save DC. A target takes 
necrotic damage equal to the expended dice on a failed save, 
or half as much damage on a successful one. 


ADDITIONAL MUTATION 
10th-level Soul of the Undead feature 

You gain an additional mutation for which you meet the 
prerequisites. 


DEATHS EVOLUTION 
14th-level Soul of the Undead feature 

The unthinking, unfeeling force of your primordial has 
melded with your consciousness. You gain access to a hybrid 
between your titanus form and your normal form, which you 
can enter or exit at will as a bonus action. While in your 
hybrid form, your Primordial Undead Form feature is active 
as if you were in your titanus form, and you gain the following 
effects: 


e Your form is ghoulish and terrifying, giving you advantage 
on Intimidation checks, but disadvantage on all other 
Charisma checks. 

e Your can use Tail Swipe and Primordial Undead Breath 
freely as though you had spent two Primordial Energy 
dice on them. You can expend additional dice when you do 
so, with the first die expended counting as the third for the 
purpose of those features. 

e Your size becomes large. 

e Your speed increases by 10 feet. 

e You have darkvision out to 120 feet. 
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Anaerobic, pg. 27 
Overcome, pg. 29 

Winged Dominance, pg. 30 


OOoZzE 


Membrane, pg. 24 

Sticky Grip, pg. 25 

Persistent Evolution, pg. 26 
Acid Spit, pg. 26 

Amorphous, pg. 26 
Simplified Cognizance, pg. 27 
Arcane Indifference, pg. 28 
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PLANT 

Thorny Grasp, pg. 24 

Sticky Grip, pg. 25 

Acid Spit, pg. 26 

Ancient Roots, pg. 26 
Simplified Cognizance, pg. 27 
Intoxicating Scent, pg. 27 
Solar Powered, pg. 28 
Camouflage, pg. 29 

Crushing Grip, pg. 30 


UNDEAD 

Withering Touch, pg. 24 
Passive Sustentation, pg. 24 
Will of the Dead, pg. 25 
Breath of Power, pg. 26 
Conduit Scales, pg. 26 
Master of Death, pg. 27 

Call to Arms, pg. 29 
Assimilation, pg. 29 
Resilience, pg. 30 


APPROACH OF THE MONSTER 

You can cast fog cloud centered on yourself as a 1st-level 
spell, without using a spell slot or any components. The area 
affected by the fog counts as lightly obscured for you and 
creatures allied to you. Once you use this mutation, you can't 
do so again until you finish a long rest. 


BULWARK 

When you are forced to make a Strength, Constitution, or 
Charisma saving throw, you can use your reaction gain 
advantage on the saving throw. 


BURDENED SOUL 

When you succeed on a saving throw against being charmed 
or frightened by a creature you can see, you can use your 
reaction to force that creature to make a Wisdom saving 
throw against your Primordial save DC. On a failure, the 
creature is frightened of you for 1 minute. It can repeat the 
saving throw at the end of each of its turns, ending this effect 
on itself on a success. 


CALL OF THE HUNT 
While in your normal form, your walking speed is increased 
by 10 feet if you aren't wearing heavy armor. 


EMPOWERED POTENTIAL 

When you make a Strength, Dexterity, or Constitution check, 
or a saving throw using any ability, you can use your reaction 
to expend one Primordial Energy die and add it to the roll. 
You can do so after seeing the initial roll but before any of the 
roll’s effects occur. 


EMPOWERED STRIKE 

As a bonus action, you can expend one Primordial Energy 
die. Add your Constitution modifier to the damage roll of the 
first melee attack you hit with that turn. When you reach 5th 
level, add the expended die to the damage roll as well 


LasT WARNING 

As an action, you can emanate a loud, low-toned growl that 
can be heard from up to 300 feet away. Any creatures not 
aware of its source must make a Wisdom saving throw 
against your Primordial save DC. On a failed save, that 
creature has disadvantage on the next attack roll it makes for 
one minute. 


POWER LEAP 

While in your normal form, your jump distance is doubled. 
When you reach 7th level, while in your normal form, your 

jump distance is tripled, and you take no fall damage from 

falling after jumping, so long as you land on ground at an 

elevation no lower than 10 feet + 10 times your size modifier 

from the place you jumped. 


PRIMORDIAL AWARENESS 
You have blightsight out to 10 feet. 

Additionally, while in your normal form, you have 
darkvision out to 120 feet. 


PRIMORDIAL INTUITION 
Proficiency in Perception 

Your proficiency bonus is doubled for any ability check you 
make using Perception. 


PRIMORDIAL VIGOR 
As an action, you can gain temporary hit points equal to your 
Primordial Energy die + your Constitution modifier. 


RABID EVASION 
You can expend one Primordial Energy die to take the Dash, 
Disengage, or Dodge action as a bonus action on your turn. 


RAPID METABOLISM 
Replace any dice rolled to restore hit points from an effect 
that targets only you to your Primordial Energy die if it is 
larger. 

In addition, when you roll a Hit Die to regain hit points, 
treat any roll less than your Constitution modifier as your 
Constitution modifier. 


‘THICK HIDE 
While in your normal form, you gain a +1 bonus to your AC. 


CRYSTAL DARTS 
Soul of the Aberration 

While in your normal form, you can produce crystal darts 
from your finger tips. Whenever you would make a weapon 
attack, you can manifest a crystal dart in your free hand and 
attack with that dart. You are proficient with the darts you 
create, and ona hit, you can expend one Primordial Energy 
die to deal psychic damage to the target equal to the 
expended die. The dart shatters immediately after it hits or 
misses its target. At 5th level, these darts gain a +1 bonus to 
attack and damage rolls. This bonus increases to +2 at 11th 
level. 


KING's WORD 
Soul of the Beast 

You can cast beast bond or speak with animals at will, 
without using a spell slot or any components. You have 
advantage on any Charisma checks you make to interact with 
beasts while under the spells effect. 


BENEVOLENT TOUCH 
Soul of the Celestial 

You can use your action to touch a creature and expend a 
number of Primordial Energy dice up to your proficiency 
bonus. The target regains hit points equal to the the 
expended dice + your Constitution modifier. You can also 
expend one Primordial Energy die to cast Jesser restoration, 
without using a spell slot or any components. 

When you reach 9th level, you can expend three or four 
Primordial Energy dice to cast remove curse or mass cure 
wounds respectively at a level equal to your proficiency bonus 
+ 1, without using a spell slot or any components. 


BALLISTIC ARROW 
Soul of the Construct 

While in normal form, you can deploy a hand crossbow 
hidden in your arm. You are proficient with it, it has unlimited 
ammunition, and when you attack with it, you can expend 
one Primordial Energy die to fire a bolt up to 120 feet 
without disadvantage, dealing additional fire damage to the 
target equal to the expended die on a hit. At 5th level, this 
crossbow gains a +1 bonus to attack and damage rolls. This 
bonus increases to +2 at 11th level. 
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STATIC INTERFERENCE 
Soul of the Dragon 

You learn the shocking grasp cantrip. Your spellcasting 
ability for it is Constitution, and you add your Constitution 
modifier to the damage it deals on a hit. 


INTERNAL FLAME 
Soul of the Elemental 

You learn the produce flame cantrip. Your spellcasting 
ability for it is Constitution, and you make a melee spell 
attack with a range of 5 feet when you attack with it, instead 
of a ranged attack. Add your Constitution modifier to the 
damage it deals on a hit. 


ARCANE SPOTLIGHT 
Soul of the Fey 

You can expend one Primordial Energy die to cast faerie 
fire, without using a spell slot or any components. The DC is 
your Primordial save DC. You can use this mutation a 
number of times equal to your proficiency bonus, and you 
regain all expended uses when you finish a long rest. 


DARK WIND 
Soul of the Fiend 

You can expend one Primordial Energy die to cast zephyr 
strike, without using a spell slot or any components. You can 
use this mutation a number of times equal to your proficiency 
bonus, and you regain all expended uses when you finish a 
long rest. 


PRIMAL SKILL 
Soul of the Giant 

You gain proficiency in the Acrobatics and Athletics skills, 
and your proficiency bonus is doubled for any ability check 
you make using them. 


MITOSIS 
Soul of the Monstrosity 

As an action, you can expend one Primordial Energy die to 
create a clawed hand with an embedded eyeball that 
separates from your body. You control the claw, and its 
statistics are detailed at the end of the class description. In 
combat, it shares your initiative and takes its turn 
immediately after yours. The claw cannot attack, but can take 
other actions as normal. 

As a bonus action, you can make an attack with your 
titanus form's claw weapon against any creature within 5 feet 
of a claw. 

You can perceive through a claws senses as long as you are 
on the same plane of existence. You can have a number of 
these claws up to your proficiency bonus. 

When you reach 6th level, the claw's darkvision range 
increases to 120 feet, and they sprout miniature dragon-like 
wings, gaining a flying speed of 20 feet. 


MEMBRANE 
Soul of the Ooze 

While in your normal form, a thin layer of ooze covers your 
entire body. This ooze is actually a creature under your 
control, whose statistics are detailed at the end of the class 
description. 


While this ooze covers you, you have access to your titanus 
form's pseudopod weapon. At 5th level, it gains a +1 bonus to 
attack and damage rolls. This bonus increases to +2 at 11th 
level. It does not stack with the bonus granted by your 
Superiority feature (choose which to apply while in titanus 
form). 

As an action, you can mentally command the ooze to 
separate from you. In combat, the ooze shares your initiative 
and takes its turn immediately after yours. You can perceive 
through your ooze’s senses as long as you are on the same 
plane of existence. 

If your ooze dies, you can use your action to expend one 
Primordial Energy die and regenerate your ooze membrane. 
It regenerates automatically when you finish a long rest. 


THORNY GRASP 
Soul of the Plant 

You learn the thorn whip cantrip, and you can cast it 
without using any material components. Your spellcasting 
ability for it is Constitution, and you add your Constitution 
modifier to the damage it deals on a hit. 


WITHERING TOUCH 
Soul of the Undead 

You can expend one Primordial Energy die to cast inflict 
wounds at a level equal to half your proficiency bonus, 
rounded down, with a range equal to 5 times your size 
modifier + 5 feet, without using a spell slot or any 
components. Your spellcasting ability for it is Constitution, 
and on a hit, you gain one Primordial Energy die. 


EXTRAPLANAR PSIONICS 
Soul of the Aberration, Celestial 

You can expend one Primordial Energy die to cast detect 
thoughts, without using a spell slot or any components. The 
DC is your Primordial save DC. 


CLAWED FIST 
Soul of the Beast, Fey, Giant, or Monstrosity 

While in your normal form, you gain access to the claw or 
fist weapon of your titanus form. At 5th level, it gains a +1 
bonus to attack and damage rolls. This bonus increases to +2 
at 11th level. It does not stack with the bonus granted by your 
Superiority feature (choose which to apply while in titanus 
form). 


PASSIVE SUSTENTATION 
Soul of the Construct or Undead 

You do not need to eat, drink, breathe, or sleep, and can't 
be forced to sleep by any means. To gain the benefits of a long 
rest, you can spend all 8 hours doing light activity, such 
keeping watch. 

In addition, you may gain one Primordial Energy die when 
you finish a short or long rest. 


CHAOTIC AVATAR 
Soul of the Dragon, Elemental, or Fiend 

When you roll dice to deal fire, lighting, or necrotic 
damage, you can reroll any roll of 1 on those dice, but you 
must use the new roll. 


This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of Pug materials used 
are property of Wizards of the Coast. ©Wizards of the Coast LLC. 


STICKY GRIP 
Soul of the Ooze or Plant 

When a creature makes a roll to escape your grapple, you 
can use your reaction to impose disadvantage on the roll. 


EYES OF THE APEX 
5th-level incarnate 

While in your normal form, you can make make your eyes 
look like your primordial's. When you make a Charisma 
(Intimidation) check toward a creature that can see you, you 
can expend one Primordial Energy die and add it to the 
check’s total. You can do so after seeing the check’s initial roll 
but before any of the roll’s effects occur. 


IMMOVABLE 
5th-level incarnate 

If you would be pushed, pulled, or knocked prone, you can 
use your reaction to expend one Primordial Energy die and 
prevent it, unless the effect is being physically applied by a 
creature two or more sizes larger than you. 

In addition, you have advantage on Strength (Athletics) 
checks made to prevent or escape a grapple. 


PRIMORDIAL FORTITUDE 
5th-level incarnate 

When you enter your titanus form, if you are below half 
your maximum hit points, roll a number of Primordial Energy 
dice equal to your Constitution modifier. You regain hit points 
equal to the total rolled. 


PRIMORDIAL MOTE 
5th-level incarnate 

You can partition part of your soul into a gemstone. When 
you finish a long rest while in contact with a gem worth at 
least 100 gp, you can store one Primordial Energy die in the 
gem for each 100 gp the gem is worth (a gem worth 500 gp 
can hold 5 dice) up to a maximum of 10 dice. You can only 
have one of these gems at a time, but you can add more dice 
to it while it's in your possession each time you finish a long 
rest, up to its maximum. 

As a bonus action, you can release the energy inside the 
gem, transferring any number of Primordial Energy dice 
inside it to you. If you transfer the last Primordial Energy die 
out of the gem, roll a d20. On a 1, it shatters. 


PRIMORDIAL TRANSFUSION 
5th-level incarnate 

As an action, you can expend one use of Titanus Form to 
gain five Primordial Energy dice. Once you use this mutation, 
you can't do so again until you finish a long rest. 


RESPECT THE CROWN 
5th-level incarnate 

When a creature targets you with an attack or a harmful 
spell, you can use your reaction to expend two Primordial 
Energy dice and force it to make a Wisdom saving throw. On 
a failed save, the creature must choose a new target or lose 
the attack or spell This mutation doesn't protect you from 
area effects, such as the explosion of a fireball. 

If the creature is of your primordial's creature type, you 
only need to expend one die. 
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BEACON OF THE VOID 
5th-level incarnate, Soul of the Aberration 

In your normal form, you gain access to the Place Crystals 
feature of your titanus form. When used this way, you only 
need to expend two Primordial Energy dice, the giant crystals 
have a radius of 15 feet, and they last for one minute. 

You also gain access to the Psychic Interruptions feature of 
your titanus form. 


SCALED HIDE 
5th-level incarnate, Soul of the Beast 

You can grow thick scales to protect yourself. While in your 
normal form and not wearing armor, when you are hit by an 
attack you can use your reaction to expend one Primordial 
Energy die, adding the expended die to your AC until the start 
of your next turn and potentially avoiding the triggering hit. 


GENERATOR 
5th-level incarnate, Soul of the Construct 

You can use your Generate feature an additional number of 
times equal to your proficiency bonus. 


WILL OF THE STARS 
5th-level incarnate, Soul of the Dragon 

You can expend one Primordial Energy die to cast either 
cause fear or command at a level equal to half your 
proficiency bonus, rounded down, without using a spell slot 
or any components. Their DC is your Primordial save DC. 


ADAPT 
5th-level incarnate, Soul of the Monstrosity 

As an action, you can expend one Primordial Energy die to 
gain one of the following effects for 1 hour: 


e You gain a climbing speed equal to your walking speed. 

e You gain a swimming speed equal to your walking speed 
and can breathe underwater 

e You can move through difficult terrain as though it was 
normal terrain. 

e You gain resistance to one of the following damage types: 
acid, cold, fire, lightning, or poison. 


If you use this mutation while it is still active, the effect you 
choose replaces the current one. 


WILL OF THE DEAD 
5th-level incarnate, Soul of the Undead 

When you drop below half your hit point maximum, you 
can use your reaction to expend one Primordial Energy die 
and cast armor of agathys at level equal to your proficiency 
bonus, without using a spell slot or any components. When 
cast this way, it deals necrotic damage instead of cold 
damage when you are hit by a melee attack. Once you use 
this mutation, you can't do so again until you finish a short 
rest. 


NATURAL AIRBORNE 
5th-level incarnate, Soul of the Celestial Dragon, Elemental 
or Fiend 

You can use your reaction when you fall to reduce any 
falling damage you take by an amount equal to 5 times your 
incarnate level. 


TAKEDOWN 
5th-level incarnate, Soul of the Fey or Giant 

When you attempt to grapple a creature on your turn, you 
can expend one Primordial Energy die to gain advantage on 
the Strength (Athletics) check. If you succeed, the target has 
disadvantage on the first ability check it makes to escape the 
grapple. 


PERSISTENT EVOLUTION 
5th-level incarnate, Soul of the Ooze or Monstrosity 

You have advantage on death saving throws. In addition, 
any limb you lose other than your head grows back when you 
finish a long rest. 


AcID SPIT 
5th-level incarnate, Soul of the Ooze or Plant 

You learn the acid splash cantrip. Its range when you cast it 
is 30 feet, and you use your Primordial Energy die instead of 
a d6 for the damage rolls. The DC is your Primordial save 
DC. 


COMBAT INSTINCT 
7th-level incarnate 

You gain proficiency in Dexterity saving throws, and you 
have advantage on initiative rolls. 


PRIMORDIAL TENACITY 
7th-level incarnate 

When you finish a long rest, you automatically cast the 
death ward spell on yourself, without using a spell slot or any 
components. 


DIVINE INFLUENCE 
7th-level incarnate, Soul of the Celestial 

You gain proficiency in the Persuasion skill If you are 
already proficient, your proficiency bonus is doubled for any 
ability check you make with it. 

Additionally, when you fail a Charisma (Persuasion) check, 
you gain advantage on one Charisma (Intimidation) check 
you make against the same target within the next minute. 


FIRE AND FuRY 
7th-level incarnate, Soul of the Elemental 

You can expend one Primordial Energy die to cast hellish 
rebuke at a level equal to your proficiency bonus, without 
using a spell slot or any components. The DC is your 
Primordial save DC. 

You can use this mutation a number of times equal to your 
proficiency bonus, and you regain all expended uses when 
you finish a long rest. 


BOLSTER THE RANKS 
7th-level incarnate, Soul of the Fey You can expend one 
Primordial Energy die to cast either bless or heroism at a 
level equal to your proficiency bonus, without using a spell 
slot or any components. Your spellcasting ability for them is 
Constitution. 

You can use this mutation a number of times equal to your 
proficiency bonus, and you regain all expended uses when 
you finish a long rest. 


DEMONIC AGILITY 
7th-level incarnate, Soul of the Fiend 

You can expend two Primordial Energy dice to cast haste 
on yourself, without using a spell slot or any components. 
Once you use this mutation, you can’t use it again until you 
finish a short or long rest. 


UNBREAKABLE 
7th-level incarnate, Soul of the Giant 

You have advantage on Strength and Constitution saving 
throws, and when you are forced to make one of those saving 
throws, you can use your reaction to expend one Primordial 
Energy die and add it to the roll 


AMORPHOUS 
7th-level incarnate, Soul of the Ooze 

While in your normal form, you can use your action to 
expend three Primordial Energy dice and become ooze-like. 
You cast freedom of movement on yourself, without using a 
spell slot or any components, and while under the effects of 
the spell, you can move through spaces as narrow as 1 inch 
wide without squeezing. 


ANCIENT ROOTS 
/th-level incarnate, Soul of the Plant 

You can expend two Primordial Energy dice to cast either 
plant growth or speak with plants, without using a spell slot. 


BREATH OF POWER 
7th-level incarnate, Soul of the Aberration, Beast, Dragon, 
Construct, Monstrosity, or Undead 

While in your normal form, you gain access to the 
Primordial Breath feature of your titanus form. When used 
this way it has a range of 60 feet, and you may only expend up 
to two Primordial Energy dice for it. At 5th level, it gains a +1 
bonus to attack and damage rolls. This bonus increases to +2 
at 11th level. It does not stack with the bonus granted by your 
Superiority feature (choose which to apply while in titanus 
form). 


CONDUIT SCALES 
7th-level incarnate, Soul of the Aberration, Beast, or Undead 
When a spell is cast that targets only you, and that spell 
would deal damage to you, you can use your reaction to 
attempt to absorb the spell. Make a Constitution saving throw 
with a DC of 8 + the casters proficiency bonus + the spell’s 
level. On a successful save, the damage you take is reduced by 
half, and you gain one Primordial Energy die. You can use 
this mutation a number of times equal to your Constitution 
modifier, and regain all expended uses when you finish a long 
rest. 


WINDS OF WRATH 
7th-level incarnate, Soul of the Celestial Elemental or 
Monstrosity 

While in your titanus form, you can expend one Primordial 
Energy die to cast gust of wind, without using a spell slot or 
any components. 
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TAKE THE SKIES 
7th-level incarnate, Soul of the Dragon or Elemental 

While in your normal form and not wearing armor, you can 
expend one Primordial Energy die to have your arms become 
like your primordial's wings for one hour, granting you a 
flying speed equal to your walking speed. You have no hands 
while using this mutation, and therefore cannot wield 
weapons or cast spells with somatic components. 


PRIMORDIAL SMITE 
7th-level incarnate, Soul of the Fey or Giant 

The first time on each of your turns that you hit a creature 
with a melee weapon attack, your weapon deals additional 
force damage equal to your Primordial Energy die. 


SIMPLIFIED COGNIZANCE 
7th-level incarnate, Soul of the Ooze or Plant 

You gain proficiency in Wisdom saving throws, and you 
have resistance to psychic damage. 


PRIMORDIAL RADIANCE 
9th-level incarnate 

You can expend one use of Titanus Form and five 
Primordial Energy dice to cast sickening radiance centered 
on yourself, without using a spell slot or any components. You 
are unaffected by the spell, and it moves with you. 


STABILITY 
9th-level incarnate 

While in your titanus form, you can expend any number of 
Primordial Energy dice to extend the time limit of your 
titanus form by a number of hours equal to the number of 
dice expended. When you do, you stop gaining a Primordial 
Energy die at start of your turn in combat for the duration of 
this titanus form. You can exit this titanus form as a bonus 
action. 


CRYSTAL TRAP 
9th-level incarnate, Soul of the Aberration 

As a bonus action, you can expend one Primordial Energy 
die to trap any creatures in the affected area of your giant 
crystals. Each creature of your choice in the affected area 
must succeed on a Strength saving throw against your 
Primordial save DC or become retrained by the crystals. As 
an action, a restrained creature can repeat the saving throw, 
freeing itself on a success. 


‘TERRITORIAL INSTINCTS 
9th-level incarnate, Soul of the Beast 

In your normal form, you have tremorsense out to a range 
of 60 feet, which means you can detect and pinpoint the 
origin of vibrations within that range, provided you and the 
source of the vibrations are in contact with the same ground 
or substance. 
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ADAMANTINE HIDE 
9th-level incarnate, Soul of the Construct 

Your skin becomes metal, which may draw eyes from 
people not used to exotic beings. Choose one of the following 
benefits: 

Adamantine. Any critical hit against you becomes a 
normal hit. While in your normal form, you can use your 
reaction when hit by an attack to expend one Primordial 
Energy die and gain resistance to bludgeoning, piercing, and 
slashing damage until the beginning of your next turn. 

Mithral Your walking speed increases by 10 feet. While in 
your normal form, when you make a Dexterity (Stealth) 
check, you can expend one Primordial Energy die to add it to 
the check's total. 

When you finish a short rest, you may switch your chosen 
benefit. 


STORM TYRANT 
9th-level incarnate, Soul of the Dragon 

You can expend three Primordial Energy dice to cast 
lightning bolt at a level equal to your proficiency bonus + your 
size modifier, without using a spell slot or any components. 
The DC is your Primordial save DC. Once you use this 
mutation, you can't use it again until you finish a short or long 
rest. 


ANAEROBIC 
9th-level incarnate, Soul of the Monstrosity 

The first time on each of your turns that you deal non- 
necrotic damage to a creature within 5 feet of you that is not 
a construct or undead, you deal additional necrotic damage 
equal to one roll of your Primordial Energy die to the target. 


INTOXICATING SCENT 
9th-level incarnate, Sould of the Plant 

You can expend two Primordial Energy dice as an action to 
create a patch of flowers in a 10-foot square at a point you 
can see within 60 feet of you. The flowers last for one minute, 
and each hostile creature that starts its turn within 10 feet of 
them must succeed on a wisdom saving throw or become 
charmed by the flowers. A creature charmed this way must 
use all of its movement speed on each of their turns to go 
toward the center of the flower patch. Once they are as close 
to the center as they can get, the creature falls prone and its 
speed drops to 0. At the end of each of its turns, and each 
time it takes damage, a charmed creature may repeat the 
saving throw, ending these effects on themselves on a 
success. 

When you use this mutation, you may expend additional 
Primordial Energy dice to increase the size of cube by 5 feet 
for each additional die expended. 


MASTER OF DEATH 
9th-level incarnate, Soul of the Undead 

You can expend three Primordial Energy die to cast 
animate dead at a level equal to your proficiency bonus + your 
size modifier, without using a spell slot or any components. 
When cast this way, its casting time is one action. Once you 
use this mutation, you can’t use it again until you finish a 
short or long rest. 
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ANCIENT SUBTERFUGE 

9th-level incarnate, Soul of the Aberration, Fey, or Fiend 
You can expend three Primordial Energy dice to cast 

mislead, without using a spell slot or any components. Once 

you use this mutation, you can't use it again until you finish a 

short or long rest. 


ARCANE INDIFFERENCE 

9th-level incarnate, Soul of the Construct, Giant, or Ooze 
You can use your reaction to gain advantage on a saving 

throw to resist a spell or other magical effect. You can use 

this mutation a number of times equal to your proficiency 

bonus, and you regain all expended uses when you finish a 

long rest. 


PRIMORDIAL FURY 
9th-level incarnate, Soul of the Elemental or Giant 

When you miss on an attack roll, you can expend one 
Primordial Energy die to gain advantage on your next attack 
roll against the same target that turn. Add the expended die 
to the damage roll on a hit. 


PRIMORDIAL FEROCITY 
11th-level incarnate 

You add your Constitution modifier to initiative rolls. Also, 
when you take the attack action while in your normal form, 
you can expend one Primordial Energy die to make an 
additional attack as part of the same action. 


PRIMORDIAL MOUNT 
11th-level incarnate 

While in your normal form, you can use your action to 
expend four Primordial Energy dice and summon a mount in 
the likeness of your primordial. Its creature type is that of 
your primordial, and it is one size larger than you. Its ability 
scores and proficiencies match yours, and its hit points, AC, 


and speed all match your titanus form with a +1 size modifier. 


It has all the senses and movement speeds you would have in 
your titanus form, but the only actions it can take are dash, 
disengage, and dodge. 

In combat, you control the mount. While mounted on it, 
any effect that you are or would become immune to, the 
mount is immune to also, and you can make any spell you 
cast that targets only you also target the mount. 

The mount has no personality and does not speak, though 
you can issue it commands telepathically while it is within 1 
mile of you, and it follows your orders to the best of its ability. 
The mount disappears when it drops to O hit points, when it 
is more than one mile from you, or when you dismiss it as a 
bonus action. Whenever the mount disappears, it leaves 
behind any objects it was wearing or carrying. The mount 
disappears into a pocket dimension, where it can then be 
summoned with a bonus action, unless it dropped to 0 hit 
points, in which case you must expend four Primordial 
Energy dice to summon it again. 


RADIANT LIFE 
11th-level incarnate, Soul of the Celestial 

While in your titanus form, any dice rolled to restore hit 
points to allied creatures within 60 feet of you are replaced 
with your Primordial Energy die if it is larger. While in your 
normal form, you can use your reaction when dice are rolled 
to restore hit points to an allied creature you can see within 
60 feet of you. Those dice are replaced with your Primordial 
Energy die if it is larger. 


INFERNO OVERLOAD 
11th-level incarnate, Soul of the Elemental 

While in your normal form, you can use your bonus action 
to expend one Primordial Energy die and gain access to your 
Primordial Flame feature until the start of your next turn. 


AGELESS SKILL 
11th-level incarnate, Soul of the Fey 

As a bonus action, you can expend one Primordial Energy 
die to gain advantage on attack rolls until the end of your 
turn. Add the expended die to the damage roll of the first 
attack that hits. 


EXECUTION FLOURISH 
11th-level incarnate, Soul of the Fiend 

You can expend three Primordial Energy dice to cast steel 
wind strike, without using a spell slot or any components. 
Once you use this mutation, you can’t use it again until you 
finish a short or long rest. 


PRIMORDIAL STRENGTH 
11th-level incarnate, Soul of the Giant 

Your Strength score increases by 2. Your maximum for that 
score also increases by 2. 


SECRETION 
11th-level incarnate, Soul of the Ooze 

While in your normal form, you can use your reaction when 
you take damage to expend one Primordial energy die and 
secret a glob of ooze at the point of impact. You gain 
temporary hit points equal to the expended die + your 
Constitution modifier + your incarnate level, which takes as 
much of the triggering damage as possible. If the damage 
was dealt by a melee attack from a creature within 5 feet of 
you, that creature takes acid damage equal to half the 
temporary hit points gained. Any remaining temporary hit 
points disappear at the beginning of your next turn. 


SOLAR POWERED 
11th-level incarnate, Soul of the Plant 

You can expend four Primordial Energy dice to cast 
transport via plants, without using a spell slot or any 
components. 

Additionally, when you finish a short rest in direct sunlight, 
you gain one Primordial Energy die and you treat any Hit 
Dice you roll as having rolled their maximum value. 
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CALL TO ARMS 
11th-level incarnate, Soul of the Aberration, Beast, Celestial 
Construct, Dragon, Elemental Fey, Fiend, or Undead 

You can expend four Primordial Energy dice to cast the 
summon aberration/beast/celestial/draconic spirit/ 
construct/elemental/fey/fiend/undead spell based on your 
primordial's creature type as a Oth level spell, without using a 
spell slot or any components. Your spellcasting ability for it is 
Constitution. 


CAMOUFLAGE 

11th-level incarnate, Soul of the Beast, Fey, Fiend or Plant 
You can expend one Primordial Energy die to cast 

invisibility on yourself without using a spell slot or any 

components. 


OVERWHELMING FORCE 
15th-level incarnate 

As a bonus action, you can expend two uses of Titanus 
Form and 10 Primordial Energy dice to enter your titanus 
form overloaded with primordial power. When you do, you 
gain two Primordial Energy dice. While in this overloaded 
titanus form, treat any roll of your Primordial Energy die less 
than your Constitution modifier as your Constitution 
modifier. This overloaded titanus form lasts only 30 seconds 
instead of 60 seconds. 


RESONANCE 
15th-level incarnate 
You can use your Generate feature as a bonus action. 


WILL OF THE PRIMORDIAL 
15th-level incarnate 

Your Constitution score increases by 2. Your maximum for 
that score also increases by 2. 


CRYSTALLINE EVOLUTION 
15th-level incarnate, Soul of the Aberration 

You gain an aberrant mark of your choosing in your normal 
form, such as a crystal horn. While in your normal form, you 
gain access to your Psionic Flight feature. 

Additionally, if you have the Crystal Darts mutation, you 
can create spears made of crystal as well, which share all the 
extra properties of your crystal darts. 


BREATH OF THE KING 
15th-level incarnate, Soul of the Beast 

You treat the first Primordial Energy die expended for your 
Primordial Beast Breath as two dice. 


DIVINE INTERVENTION 
15th-level incarnate, Soul of the Celestial 

You can sacrifice your body to bring a creature back to life. 
You can use your action to cast revivify, without using a spell 
slot or any components. When cast this way, the target 
returns with half its maximum hit points instead of 1, and you 
die immediately after casting it. 

Additionally, if you would drop to 0 hit points, you can use 
your reaction before you do to cast revivify without using a 
spell slot or any components. When cast this way, it has a 
range of 300 feet. You then die instead of dropping to O hit 
points. 
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MACHINE SPIRIT 
15th-level incarnate, Soul of the Construct 

As an action, you can expend one Primordial Energy die to 
reduce your level of exhaustion by one. 

Additionally, while in your titanus form, you ignore any 
penalties you have from levels of exhaustion. 


‘THUNDEROUS ASSAULT 
15th-level incarnate, Soul of the Dragon 

While in your normal form, you can use your action to 
expend one use of Titanus Form and summon your 
Primordial Storm for one minute at a location you can see. It 
has a height and radius of 60 feet, and you must maintain 
concentration to keep the storm going (as if concentrating on 
a spell). 

Each creature in this storm takes lightning damage equal 
to one roll of your Primordial Energy die at the start of your 
turn. You can also use your action to expend one Primordial 
energy die and deal lightning to each creature in the storm 
equal to the expended die. You still roll on the Primordial 
Storm table at the start of each affected creatures turn as 
normal. 


OVERCOME 
15th-level incarnate, Soul of the Monstrosity 

When you roll to deal necrotic damage, treat any roll of 2 
or less as a 3. 


ASSIMILATION 
15th-level incarnate, Soul of the Undead 

While in your hybrid form, you can use your action to place 
your hand on a humanoid creature's head and expend two 
uses of your Titanus Form and 10 Primordial Energy dice. 
The target must make a Charisma saving throw against your 
Primordial save DC. On a failure, it is turned into a creature 
similar to your hybrid form. On a success, the target is 
immune to this effect for 24 hours. A creature with more than 
100 hit points automatically succeeds on the saving throw. 

The resulting assimilation's statistics are detailed at the 
end of the class description. You and all assimilations made 
by this effect share a hive mind that you control, and can 
communicate telepathically and perceive through each others 
senses as long as you are on the same plane of existence. In 
combat, you control your assimilations. They share your 
initiative, and take their turns immediately after yours. When 
an assimilation dies, its body turns to dust. 

As an action, you can touch an assimilation and cause it to 
either go dormant, entering a state of suspended animation, 
or reactivate it from its dormant state. You can only have one 
active assimilation at a time, but you may have any number of 
dormant assimilations. Creating a new assimilation 
automatically makes your currently active assimilation 
dormant. You can still perceive through a dormant 
assimilation's senses. 

If you would die, you can sacrifice one of your active 
assimilations within 120 feet of you, killing it instantly. You 
then regain hit points equal to the hit points the assimilation 
had before it died. Once you do so, you can't again until you 
finish a long rest. 
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RESILIENCE 

15th-level incarnate, Soul of the Construct, Ooze, or Undead 
You can choose two damage types from among cold, fire, 

lightning, and thunder when you finish a short or long rest. 

You gain resistance to those damage types until you choose a 

different one with this mutation. 


CRUSHING GRIP 
15th-level incarnate, Soul of the Giant or Plant 

You have advantage on Strength (Athletics) checks to both 
grapple a creature and to prevent a creature from escaping 
your grapple. A creature grappled by you takes bludgeoning 
damage equal to your Primordial Energy die at the start of 
each of your turns. 


EXTRAS 


MaAGIc ITEMS 
ANCIENT TOKEN 


Wondrous Item, very rare (requires attunement by an 
Incarnate) 

This object is as old as the material plane itself, and brims 
with echoes of ancient power. While attuned to this item, you 
gain a+1 bonus to your Primordial attack modifier and save 
DC. In addition, you can use an action to gain Primordial 
Energy dice equal to half your proficiency bonus, rounded up. 
You can't use this action again until the next dawn. 


MIRROR OF DESTRUCTION 


Wondrous Item, rare 

This mirror is made of polished metal melded into a jagged 
rock frame. It has the following properties: 

Record History. You can target this mirror with an attack 
roll that could normally target a creature. When you do, you 
automatically hit. That attack, including any spells, or other 
effects that would modify the attack and damage rolls, are 
copied into the mirror, which then displays a holographic 
image of the attacking creature. For example, a paladin could 
cast searing smite and attack the mirror, then use their 
Divine Smite feature to store all the damage that attack 
would deal in the mirror. The mirror takes no damage from 
the attack. You cannot use this property while the mirror has 
an attack copied. 

Reflect Calamity. As an action, you can point the mirror at 
a target in range of the copied attack to release a mirror copy 
of that attack. You make the attack roll and use the attack 
modifier of the original. Any other modifiers applied to the 
attack roll at the time it was copied, such as a war domain 
cleric's War God's Blessing feature, are applied to the copy of 
the attack, and any effects that modified the damage roll or 
dealt additional damage on a hit are applied if the copy of the 
attack hits. Once you use this property, you can't again until 
the next dawn. 


WINGED DOMINANCE 
15th-level incarnate, Soul of the Celestial Fiend, or 
Monstrosity 

While in your normal form, you can use your bonus action 
to manifest your primordial’s flying appendages from your 
back. While they are present, you have a flying speed equal to 
your walking speed, or your flying speed is increased by 10 
feet if you already have one. The appendages last until you 
are incapacitated, you die, or you dismiss them as a 
bonus action. 


BACKGROUND: HUNTED 


You've spent your life on the run, hunted for reasons you can't 
control Skipping from town to town, never allowed to settle, 
you had to teach yourself how to survive. You've felt what its 
like to starve, and you know what it means to be hated, but 
something inside you wont let you give up. 

Why are you hunted? You can choose one yourself or roll 
on the Hated Characteristic table below. Did you prefer the 
wilds, or would you attempt to blend into the city? Are there 
still people who would see you driven away, or does your new 
life as an adventurer stave off the bigotry you would 
otherwise endure? 

Skill Proficiencies: Athletics, Survival 

Tool Proficiencies: Disguise Kit, one type of gaming set 

Equipment: A small knife, a staff, string, a sack, a mess kit, 
a tinderbox, a set of traveler's clothes, and a pouch containing 
10 gp 


HATED CHARACTERISTIC 
d6 Hated Characteristic 


1 My race is not welcome in the region | currently reside. 


A hideous disfigurement makes those around me 


- fiercely uncomfortable. 
3 A visible curse mark signifies to others that | being 
misfortune. 
4 lam the only living heir of a royal bloodline that was 
overthrown and executed. 
5 | am a wanted criminal, framed or otherwise. 


6 There is a monster inside me that | cannot control. 


FEATURE: ON THE RUN 


You wouldn't have survived this long if you weren't adept at 
escape. When traveling to move away from imminent danger, 
for the first 8 hours of travel you and companions you lead 
can use stealth with a normal travel pace, or travel at a fast 
pace with no penalty to passive perception. 


This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of Pug materials used 
are property of Wizards of the Coast. ©Wizards of the Coast LLC. 


SUGGESTED CHARACTERISTICS 

Hunted people can often only afford to think of survival. They 
live meal to meal and probably have difficulty trusting others, 
though their tenacity likely circumvents the need. 

d8 Personality Trait 


| rarely speak, often commenting on situations silently 
to myself. 


| eat at every opportunity, with no regard for others 
getting a share. 


3 I'll go the long way around every time to avoid people. 
4 | get antsy standing in the open for too long. 

5 | keep my hands to myself, often in my pockets. 

6 I'll look over my should about every other minute. 

7 | speak in a quiet tone at all times. 


8 I'm only relaxed when in complete wilderness. 


d6é Ideal 
1 Survival. | will do whatever it takes to survive. (Neutral) 


Anonymity. If | can remain hidden | can blend into 


society. (Neutral) 
3 Mobility. Settling in one spot could be my end. (Any) 


4 Independence. I've lived my entire life on my own, and 
| don't plan on changing that. (Chaotic) 


5 Retribution. The ones who hunt me will pay. (Evil) 


g Justice. | seek to end the suffering of those like me. 


(Lawful) 
dé Bond 
; Anopen flame under the pea sky is the only place | 
can ever call home. 


A person in a major city helps me out when | manage 


s to pass through. 


3 My persecution has given me great perspective and 
solidarity with the downtrodden everywhere. 

4 | never knew a family. My only obligation is to myself. 

5 | don't care that I'm wanted, it was worth it. 


6 While it may be the reason | am hunted, the burden | 
carry is what gives me purpose. 


dé Flaw 

1 | will run away from the slightest confrontation. 
2 | am incapable of trusting people. 

3 | respond aggressively to simple inquiries. 

te ear socially inept, failing to understand even basic 


mannerisms 
5 | lie compulsively. 


6 | cannot take a joke, and lash out at the slightest insult. 


STAT BLOCKS 


MITOSIS CLAW 


Tiny monstrosity, your alignment 


Armor Class 10 + your proficiency bonus 

Hit Points Your proficiency bonus 

Speed 20 ft., climb 20 ft., and fly 20 ft. (6th-level 
incarnate only) 


STR DEX CON INT’ WIS’ CHA 
14 (+2) 14 (+2) 14 (+2) 10 (+0) 14 (+2) 4 (-3) 


Saving Throws STR, DEX, CON 2 + your proficiency 
bonus 

Skills Acrobatics, Perception, and Stealth 2 + your 
proficiency bonus 

Damage Resistances Your resistances 

Damage Immunities Your immunities 

Senses Darkvision 60 ft. (120 ft. at 6th-level 
incarnate), Passive Perception 15 

Languages Understands the languages you speak 

Challenge O 


Camouflage. The Mitosis Claw has advantage on 
Stealth checks made to hide. 


Sentry. The Mitosis Claw cannot attack, but can take 
other actions as normal. 
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MEMBRANE OOZE 


Tiny ooze, unaligned 


Armor Class 8 + your proficiency bonus 

Hit Points 5 times your incarnate level 

Speed 10 ft., climb 10 ft. (each doubled for 12th-level 
incarnate) 


STR DEX CON INT WIS CHA 
10 (+0) 6(-2) 16(+3) 2(-4) 6(-2) 2 (-4 


~ 


Saving Throws Your saving throw proficiencies 

Damage Resistances Cold, Fire, Lightning, Slashing 

Damage Immunities Acid 

Condition Immunities Blinded, Charmed, Deafened, 
Exhaustion, Frightened, Prone 


ASSIMILATION 


Medium undead, your alignment 


Armor Class 14 + your Constitution modifier 
Hit Points 15 times your proficiency bonus 
Speed Your movement speeds 


STR DEX CON INT WIS CHA 


Yours Yours Yours Yours Yours Yours 


Saving Throws Your saving throw proficiencies 
Skills skills 

Damage Resistances Your resistances 

Damage Immunities Your immunities 
Condition Immunities Your immunities 

Senses Yours senses 

Languages Your Languages 

Challenge Your proficiency bonus 


Energy Absorption \f the assimilation would take fire, 
lighting, or force damage, it instead regains hit points 
equal to half the damage it would have taken. 


Senses Blindsight 60 ft. (blind beyond this radius), 
Passive Perception 8 

Languages -- 

Challenge Half your proficiency bonus 

ee —————— 

Amorphous. The ooze can move through a space as 

narrow as 1 inch wide without squeezing. 


Spider Climb. The ooze can climb difficult surfaces, 
including upside down on ceilings, without needing to 
make an ability check. 


Actions 


Pseudopod. Melee Weapon Attack: Your proficiency 
bonus to hit, Reach 5ft., one target. Hit 1d6 
bludgeoning damage plus two Primordial Energy dice 
acid damage. 


Actions 


Deathly Touch. Melee Weapon Attack: Your proficiency 
bonus + Strength modifier to hit, Reach 5ft., one target. 
Hit 3 Primordial Energy dice + your Strength modifier 
necrotic damage. 


Tail Swipe. Melee Weapon Attack: Your proficiency 
bonus + Strength modifier to hit, Reach 10ft., one 
target. Hit 2 Primordial Energy dice + your Strength 
modifier bludgeoning damage. The target must 
succeed on a Dexterity saving throw against your 
Primordial save DC or be knocked prone. 


Undead Breath (Recharge 5-6). The assimilation blasts 
one creature it can see within 150 feet of it. The target 
must make a Dexterity saving throw against your 
Primordial save DC, taking 4 rolls of your Primordial 
Energy die as necrotic damage on a failure, or half as 
much damage on a success. 
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CHAN GE 


CHANGE LoG 
v2.1 


Reduced Hit Die to d8. 

Removed shield proficiency. 

Removed height column, maximum size now level based. 
Changed Primordial Energy die maximum to twice 
proficiency bonus. 

Nerfed empower to highest rolled + number of dice spent 
for temp hp. 

Renamed Unarmored Defense to Primordial Constitution, 
removed ability to use shields with it. 

Add Primordial Attack modifier to cut down wording. 
Clarified that attuned items you aren't required to wield 
still apply in titanus form. 

Moved magical attacks with titanus form/mutation from 
Bow to None to Superiority. 

Reduced range of Eminence to 120ft, now only works on 
targets smaller than you. 

Changed Energized Biology to grant temp hp equal to die 
when below half health at the start of your turn. 

Changed Older than Death to negating damage that would 
drop your hp below con store but above 0. 

Changed Acceptance to letting you enter titanus form 
freely if you become large. 

Removed Regeneration from all but the Plant 

Giant Crystals no longer triggers additional save on 
appearing, and changed cha save to int save. 

Removed adding die on bonus claw attack for Beast, and 
all similar attacks for others. 

Halved damage of Primordial Meltdown. 

Added light to Celestial raptorial limbs, and increased 
damage bonus from expending a die on hit to 2 die. 
Added finesse to Celestial stinger. 

Limited celestial healing to proficiency bonus. 

Reduced cost of God Ray's to 3 dice. 

Reduced number of simultaneous Calculated Destruction 
activations to your size mod. 

Reduced range of Dragon breath and Bow to 120ft. 
Removed half damage from successful save against 
Fiend's Eyes. 

Limited Fiend's Fiendish Speed to prof per long rest. 
Reduced bonus to attack and damage rolls for Channel 
the Apex to +1 for first weapon and +2 for spellbreaker. 
Changed Monstrosity's Claw damage to necrotic. 

Nerfed Ooze's additional temp health. 

Dropped acid damage from pseudopod's save effect. 
Buffed range of Slime's Eject to 15 times size mod. 
Aerogel now requires an action to activate. 


Removed healing from Resilient Composition. 
Halved swallow damage from Plant's swallow. 
Reduced Advanced Regeneration to con mod. 
Changed Enthralling Bloom to rerolling 1s instead of 
increasing die size. 
Verdant Overgrowth now always counts as difficult terrain 
for hostile creatures. 
Changed Verdant Overgrowth drag to be 5 times str 
rather than str score. 
Moved Undead's bonus die at end of turn to its own 
feature, adding ability to use Generate as a bonus action if 
you dont move. 
Reduced Undead Breath damage for multiple selection of 
one target to twice the dice expended. 
Changed wording on Death's Evolution, and increased 
free die for Tail Swipe and Breath to 2. Also added 
advantage to intimidation checks. 
Reduced level for Empowered Strike to add expended die 
to 5th level. 
Clarified wording on Rapid Metabolism 
Capped attack and damage bonus to weapons granted 
from mutations to +2 at 11th level, does not stack with 
Superiority bonus. 
Increased cost of casting remove curse and mass cure 
wounds with Benevolent touch to 3 and 4 dice. 

e Simplified Static Interference, Internal Flame, and 

Thorny Grasp mutations. 

Removed communication clause from Mitosis to clarify 
that they cannot communicate. 
Replaced Fly By with new mutation: Chaotic Avatar. 
Moved Simplified Cognizance to 7th level 
Added Sticky Grip mutation. 
Completely changed Respect the Crown. 
Removed Primordial Biology mutation. 
Changed Natural Airborne to 5 times incarnate level. 
Changed Persistent Evolution to 1 long rest. 
Changed Combat Instinct to prof in dex saves and 
advantage on initiative. 
Limited Bolster the Ranks to prof per long rest. 
Nerfed Conduit scales to halving damage rather than 
negating the spell, and you only gain one die. Range limit 
was removed. 
Removed Dragon from Winds of Wrath 
Removed Tuning mutation. 
Added new Stability mutation. 
Add new Intoxicating Scent mutation for Plant. 
Removed Celestial from Arcane Indifference. 
Changed Primordial Ferocity to adding con to initiative. 
Clarified wording on Primordial Mount. 
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e Changed Radiant life to replacing dice rolled to restore hit 
points to creatures within 60 feet of you with your die if it 
is larger. 

e Halved damage from secretion. 

e Changed Overwhelming Force to making minimum roll of 
die to con mod, rather than increasing die size. 

e Changed Machine Spirit to ignoring exhaustion while in 
titanus form. 

e Buffed Thunderous Assault. 

e Nerfed Overcome to 3. 

e Removed Ooze from Camouflage. 

e Added new section with magic items, and background 


V2.0 
e ALOT of changes, read it again! 
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